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ATARI USER offers 


ATARI USER BACK ISSUES 

Your chance to get the ATARI USER back issues for 19S6 at 
a special price. 

Maybe you have just bought a 65XE or o new 130XE? 
Maybe you missed a few issues last year? Whatever the 
reason here is a great chance to get a lot more program¬ 
ming odvice, stacks of type-in listings, news of software, 
reviews of all the year's releases and lots more, If want to 
get more from your Atari and save some money take 
advantage of this offer NOW! 








^ I 




ATARI USER BACK ISSUE PACK - 10 ISSUES FROM 1988 for JUST £5! 

Price includes postage in UK. Overseas add £3 for postage. Orders will be despatched by surface mail only 


10 OF 
THE BEST! 

th« best listings 
from Atori User 
ready to run on 
disk 


GAMES Vol. 1 £3.95 


GAMES Vol. 2 £3.95 


Feoturing Chopper Rescue. Des 


Feoturlnig Colour Puzzle. Dam 


Bells. Spocemoze. Mozemunchr i 


Trouble, Reversi. Light Gun Blaster. 


Money bogs. Frank The Fruit Fiend. 


Mine Runner. Breokin. Submarine 


Duck Dash. Frogjump, Doctor 


Hunter, Tyronts of Torment. Clay 


Boris plus Get It Right for Atari User 


Pigeon Shooting and Biag TEN 


listings, TEN GREAT GAMES 


MORE GREAT GAMES! 



UTILITIES 


£3.95 


TIN SUPER UTILITIES including 

Disc Erf or. Disc Edit, Disc view. 

DuiTip 15. Arlshow. AotoDirectory, 
DiscRenumber. Fullprir^t, Data Edi¬ 
tor and 80 Column. Great utilities 
for disk drive owners. 


ATARI USER TOOLKIT 
SAVE £3 

A super Toolkit for prograrnmers. both 
novice and experienced. Toolkit odds a 
number of focllltles missing fiom Atorii 
Bosic. All these utilities included: CLICK 
Turn the key click on or off. DEL Delete 
lines or blocks of programs. REN Renum¬ 
ber your program. DIR Disk drive direc- 
tOTVr VAL converts hex/dec/binory. GIR 
Colculoites Atori User checksums. LVAR 
Lists oil voriables. CHANGE Alters nomes 
of voriobles. STRIP removes oH REMs and 
reduces progrdm size and LISTING pro¬ 
duces oil the Inverse and Graphics 
chorocters on an Epson type printer. 
Cassette £2.95 

Disk £3.9S 


DISK STORAGE BOX 


£4.95 


A hondy disk storage bo-x for up to 60 disks. 
Luxury podded PVC boxes are strongly rTTode 
to protect your disks. Complete with the Atari 
User logo. 


ATARI USER DUST COVERS 

Prefect your computer with an Atari 
User dust cover mode in clear water 
resistant vinyl specially to fit the 13QXE 
(also fits the 65XE) and 800XL, Com¬ 
plete with Atari User logo. 


130XE/65XE 
dOOXL 


£3.95 

£3.96 


TURBO BASIC 


£3.95 


The best language for every Atari User. Speeds 
up your existing progroms or allows you to write 
in structured, more easy to understand code. 
Also includes a compiler to give you near 
machine language speed without any know¬ 
ledge of machine code. So simple fo use. even 
a beginner will hove no trouble, Check out the 
tutorial series in PAGE 6 ATARI USER for details of 
this superb language or see back issues of PAGE 
6 for some super demos. 

Only £3.96 complete with manual listing oil the 
features of this great language - probobly the 
best thing you'll ever buy if you want to 
program] 


ORDER 

FORM 

on page 41 


OFFICE II - 
SAVE £5! 

One of the best serious prog¬ 
ram ever for the Atari, WORD 
PROCESSOR, DATABASE, 
SPREADSHEET. LABEL PRINTER. 
BAR CHARTS and COMMUNI¬ 
CATIONS all in one great 
package. Highly recommen¬ 
ded in every review. 

This is the program to fake 
you beyond games, 

PREVIOUSLY £19.95 
SPECIAL OFFER FOR A 
LIMITED TIME JUST £14.95 


SPELL ME 


A super program to teach young children word 
recognition and spelling. Each word has a picture 
and there are several levels and options. Leave the 
word on the screen fo allow the child to match it, 
turn the word off so that more effort is required or 
just have the picture to make things a little harder. 
Written by o primary school teacher for youngsters 
for 3 years and up, this will give your child a good 
start with words. 

Cassette £4.95 Disk £6.95 
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STAR RIDER 
Another Paul Lay 
masterpiece 


SUBSCRIPTIONS 

Annual subscription rates (6 issues) 


UK £9.00 

Europe E13.50 

Elsewhere (ses) £t3.50 

Elsewhere (Air) £21,00 


PAGE e ON DISK 

A disk containing aii of the S-bit 
programs from each issue of PAGE 6 
IS available either separately or on 
subcription. Single price £2.95 per 
disk, Subscription rates (€ issues) 


UK £24,00 

Europe £30.00 

Elsewhere (sea) £30.00 

Elsewhere (Air) Please 


enquire 


SUBMISSIONS 

PAGE 6 welcomes arid encourages its read¬ 
ers to submit, anidaSr pragrams and reviews 
for publicatiofi. Programs must be submitted 
on disk or cassette, articles should wherever 
possible be submitted as lexi files on disk We 
seek to encourage your participation and do 
not have strict rules for submisskins. If some¬ 
thing interests you, wnte a program or article 
and submit i|1 Appropriate payment will be 
mads for ail published programs and articles. 

All original articles, programs and otber mate¬ 
rial in PAGE 6 is c^y right of Ihe author as 
credited. All oncrediled material is copyright 
PAGE Unless containing the by-line 'All 
Rights Reserved' any malerial in PAGE 6 may 
be reproduced by User Groups and other 
r»on-prOfit making orgaoisalions prcvidsd that 
the author's name is included and PAGE 6 is 
credited as the original publisher. Permission 
to publish elsewhere should be obtained from 
PAGE 6 or Ihe author. Editors of rewsleiters 
reprodocing malenal are- requesied to send a 
copy of the relevant issue lo Ihe Editorial 
address of PAGE 6. Whilst we take whatever 
steps we can to ensure the accuracy of arti¬ 
cles and programs and the contents of adver¬ 
tisements, PAGE 6 cannot be held Nable for 
any errors or claims made by advertisers. 

ATARI (TM) is a registered trademark of 
ATARI CORP. All relerences should be so 
r»oted. PAGE 6 is an independeni pubtication 
and has no connection with Atari or with any 
other company cr publisher. 


The next issue of 
PAGE 6 ATARI USER will be 
on sale 23rd March. Editorial 
copy date 20th February 
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THE CREDITS 

All of th« usual stuff Is on page 3> but hene 
□re the people who made tnls issue possible. 

Lcs Clllitgham did the editing^ layout etc, 

Sandy looked after the advertising 

Stoccy did uN those things around the office 
without which we would not survive (espe’ 
cially making the Editor's coffee!) 

The Regular ContributorsH who provide the 
backbone of the magazine and can general¬ 
ly he relied upon to come up with good 
articles and reviews, are .... 

Garry Francis Mark Hiitchin»n 

Matthew fones John Davison 

Jolm Davison Jr John Sweeney 

Paul RlKon Damon Haworth 

All other contributors for this issue ore indi¬ 
vidually credited alongside their articles or 
proqroinS- Thanks to everybody for sharing 
their work and enthusiasm witn other Atari 
users. 

The cover photos for the past few issues were 
taken by Paul Lingwma. Thanks to him 
and to the various volunteers who ogreed to 
dress up and apologies for not crediting the 
photos earlier. 

The background photo on the cover this 
issue is courtesy of NASA/SCItNCE PHOTO 
LIBRARY. The pinTture shows Eoithrise over 
the horizon Of tW moon token from the 
Apollo 11 spacecraft in July \969 which was 
the mission in which Neil Armstrong and 
Burz Aldrin became the hist humans to 
land on the moon. The overlaid photo¬ 
graphs are from Paul Lay's type-in machine 
language game Star Rider in this issue. 

IhoNks fo Nancj Grrflifi'i w|Fto canfinues fa Inspire 
no oioffer how many fimej you her, Yan 
jWofTf.sort who snuck in os this twiS Ewing edited 
and to flobin M/j'/Jjamson who, in The SarJcy, 
^cofEond Yei and Verses at Powh, hos ance o^nin 
reached heights. 

Serious? You betf But Atari is supposed to be 
fun os svell isn''t it? 

The next issue of PAGE 6 could feature 
YOUR article or program, so SEND IT IN! 


PAGE 6 jhm*'s fuif whuryou can do i«Cfi j'our Arari. Wfrh 
the cjrceptiwi •of finai pvtpitt W d iJnotron and use of a 
repro camera for fhc (1 h 4 phefos, rhe magazine Is 

prepared entirety with Atari iwsed eiJuJpmenf and software 
- not a Mocintosh or/ffM in Sigtiti ffardivare used inctudes 
l3[JJf£, lOSOdisJfdjrTvc, 8117 diifi: driye, 4 cassette 
fpccasianaJ/y/J. SSO interface, flOi? f!iiln/er, IfHOJT, 
McinJttif. Atari SH204 hard dfsJt drfir, Ctrmpna T 
meg dr-tk drive. Epsart JiX 100 printer, Ayoc-era /aierprinfer, 
Microstufferprirrterbtjff'et-, i't^ftware Jnciudes Superscript, 
furpo HasJc, Xermit, PC Jnicrcomm, rAfif-TAJ.^, Print IViz, 
PC frrtcTtirtiirri, ^fWrJfier, PtotejU and f/eet Sl/rel Putb/Jlfter. 
Artiefes and programs iuhffliftenJ on disks are svti- 

jeefeJ (D nanoui custom irritfen hefone hieing 

(ron'tferrerf across To the ST via JARl-TALK. Mi ntafor 
h lyJth: PnoJeAt and pages arc laid -dul wfth 

Fleet JEmri PuNf.'ihei'. A riist i^ch the JinJsheri is sCrit 
up to The 5ftEinj ifsidltf in Newcastte ('a fjrpesctrrnj iNiraacr 
who reaJ^ JtncTv ivhat fhiT-dnf (hin^ i^th the STJ to be 
outpur on a trnot™ 300 and hey presto, flnlshecf pogej 
are senf back. It reaSiy does worl; ■ at tmtl AfJ that is left Is 
fo driip in the iijiingj and phOtOi- Weft, it's not rptite qj 
eoi^ oj that., but you ^ thr 


Sditonial 

RINGING THE 

CHANGES? 

I sn't it funny how life turns out? Many 
of you will remember on Editorial 
obout three years ago saying that J 
hod turned down the chance to be Editor 
of the newly founded Atoji User and here I 
am, effectively, the Editor of Atari User! 

This isiue I have to welcome a lot of new 
readers, to PAGE 6 ATARI USER and ex¬ 
plain Cl little about the hectic events of last 
November and how they will affect the 
magazine that thousands of Atari users 
hove come to love over the years. Firstly 
an apology to everyone who was mightily 
confused over the 'merger' of Page 6 and 
Atori User, believe me it wos just as con¬ 
fusing for the people ot this end! At the 
time of discussions with Database both the 
November issue of Atari User and Issue 35 
of Page 6 were in their very final stages of 
preparation ready to go to the printers and 
there was simply not enough time to insert 
in either mogazine a detailed report of 
what was happening. We managed to get 
half a poge In and Atari User found some 
space at the bottom of the Contents page 
but ihot was all that could be monaged. 
The situation was not helped by hopelessly 
inaccurate 'news' Items in some of the 
general computer magazines but hopefully 
by now everyone will know where they 
stand. 

So how does this 'merger' affect Page 6? 
Not greatly as regardis the contents of the 
magazine^ as you will see from this issue. 
We will lake on board some of the people 
who wrote for Atari User such as Len Gold¬ 
ing ond may introduce some other fea¬ 
tures such as a Top Twenty, if that Is what 
you want, but in generol we will continue 
to provide whot we alwoys have done, 
articles and programs written by people 
who love their Atari and not by ioumallsts 
who are commissioned to write so many 
words to fill o page. The major change 
that you will notice Is the chonge in the 
name of the magazine^ or at least the 
Change in emphasis, so that ATARI USER 
becomes the more prominent title. This is 
something that we needed to do to become 
much more noticed in the newsagents and 
among the software companies and in the 
advertising world and I hope that this 
alone will get us more notice in the areas 
where we have in the past token second 
ploce to the Atari User of old. I will give 
you fair warning now that the name 
might change even further so that PAGE 6 
does not appear on the cover but, have no 
fear, the PAGE 6 nome will live on in spirit 
and will make several appearances insidel 
It will be quite strange, and a little sad, if 
we do drop the name from the cover but, 
in some areas, we must bow to commer¬ 
cial pressures. 

If you ore a long term reader then, there 


is no need to worry about drastic changes 
in Page 6 and If you are q new reader then 
L hope that yO'U like what Page 6 bos to 
offer and 1 welcome your feedback on 
what you wont to see in the magazine. 

One thing to remember is that the maga¬ 
zine reflects your interests and mirrors 
your love of Atari much more than many 
other magazines. I hope that you will find 
that the magazine comes across with a 
much mcme 'personor feel than many 
others as that is what everyone involved 
with Page 6 sets out to achieve. 

THE SURVEY 

Many thanks to all of you who took the 
trouble to fill in the survey In the last 
Issue, The last time that we asked the 
readers to expre.ss their preferences the re¬ 
sponse wos quite low but this time those 
survey forms come flooding In! Photo¬ 
copies^ pages tom out, re-typed questions, 
even folks going out and buying another 
copy of the magazine! They all came in, 
Thankyou.lt will take time to analyse your 
answers but many of your comments have 
been noted already ond hove influenced 
one or two things Ln this Issues such as the 
Turbo Basic tutorial. It was o great pity 
that the survey was composed and laid out 
before we took over Atari User os one or 
two of you pointed out but that is just the 
way things go. If you didn't see the survey, 
don't let that stop you sending in your 
views, we are always willing to listen! 

8 BIT SUPPORT 

At the recent Atari Show o few disgruntled 
Atari User readers made certain comments 
obout Page 6 not supporting the & bit 
machines and being too heavily influ¬ 
enced by the ST. Sorry, folks but you are 
talking out of your expansion porbi! One 
of the major reasons for buying Atari User 
was so that we could strengthen our com¬ 
mitment to the 8 bit. We could have just 
let Atari User disappear but we felt that 
continuing the name, in whatever form, 
would ultimately benefit Atari 8 bit users 
in general. Sure, we do cover the ST but 
there are many good reasons for doing so, 
which are far too numerous to cover here. 
Our recent survey shows that a good num¬ 
ber of readers are interested in the ST sec¬ 
tion even though they don't own an ST 
machine so we have no qualms about 
continuing to report the ST. Stop and think 
before you complain about the ST and just 
work out whether there would be such 
events OS the Atari User shows without it. 

Enough! Here's to a new year of con¬ 
tinuing support for Atori in all forms. 

We'll be there and I hope that as many of 
you as possible join us. 

Les Ellingham 
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BOXED BRAND NEW 

ATARI 850 

PARALLEUSERIAL 
R3232 INTERFACES 
Limited stock - £55 


NEW ATARI 

XF551 DRIVES 

now only £139.95 


ZYBEX 

on disk for XL/XE 

£5.99 

In our opinion this is the 
best fsst pac0<i action 
game ever written for 
Atari computersif 


THE 

SUPER ARCHIVER II 

‘ Tf >0 only TRUE duplicator (will out pertorm all oltior 
drive dupHcalors by appiOK. 500%) 

* Built-in US Doubler {SpartaDos compatible) 

' Bpectal edlEQfs to repair damaged protected disk 

software and format disintegration (for when you cant 
get a replacemenlll) 

' True doubie density (160k per side) 

* Plng-iini module and 6 soWer wires for easy _ _ _ _ _ 

installation £59.95 

STAR LC-10 PRINTER 

Epson compatible printers with superb NLQ and very 
accurate linefeeds for graphics printing not normally 
lound in this price range!! 

COLOUR £269 B/W £219 S/FEEDER £59 


ANTIC AWARD 1983 ‘OUTSTANDING PRODUCT' 

VIRTUOSO 

THE DESKTOP PERFORMANCE STUDfO 

Suddenly you are a muSiC COttiposer, a video artisl. recording ar>gineer, and 
video animatior director ... Virtuoso turns your Atari Xb'XE inio a live interact 
tive music and graphics Insirunveni via 20 icon dmvon editors and linkers 
Virtuoso uses every one of the Atari's specialisi feaiures ’ hardware scrolling 
for ultra-smooth animation. 126 colours, interrupts for special effacts, sprites, 
independent sound channel programming to create soundtracks, and powerful 
unique commands such as path, scale, rotate, speed, envelope. And when 
you've created your music, (ext and graphic animation masterpieces - link them 
together in reaf-iimell! The package also includes telecommunications editor 
to allow you to send^receive Viduoso tiles via a modem. 

£29.95 


i 



: C0MPUTE31H0USE - 


£3.00 tor 10 


DISKETTES 

5.25" DS-DD 48 TPI 

£25.00 lor 100» 




THE INTEGRATED MODULAR BUSINESS SYSTEM 
'7BM POWER WITHOUT THE PRICE!" 

Write in for more information on this truly amazing 
small business package 

HELP US TO HELP YOU! 

There ft an asloLinding anwurt of SCltware and hardware adO-cns lor ftie Atari S-Ijit computerE 
IhiCuQhout Ihe worlds 1h« qLwas^nn 15 . what clo you. ihe usar. want? Grve us the demand and will 
da nur best te get H! 

Tell US what your computer system DomprlEes □(. whal your favaurite Bottwar^ is. yOi^ thoughts and 
views. We are dadicated S-bn Alari difilributOrs afld WiU remain so providing Itiere are fi-bn users to 
Support. Sc spar8 a coupe Cf minutes and write to U5 now!!’ We'll return Ihe time by keepir^ g yd u 
UC-IO-dale through our mailing list service .... WRITTENI ANY SOrlWARE? 


14, ROMILY COURT, LANDRIDGE ROAD, FULHAM, LONDON SW6 4LL 

Telephone 01-731 1276 


ACCESS » MASTERCARD ^EUROCARD. ACCEPTED 



WIMA 

VIDEO! 


Here at PAGE 6 we ore sa impressed with Jeff 
Minter's MERAK vldea that we have decided 
to give away FIVE copies absolutely FREE in 
return for the answers to some simple ques¬ 
tions. 


FIVE easy questions for FIVE lucky people to 
win a copy of MERAK 


1, What was Llamasoft^s first Atari game? 

2. Who wrote the music for Merak? 

Whot are Jeff Minter's favourite heasties? 

4, What is the special programming 
language used in Trip-a-Tron? 

5, What small price will you have to pay for a 
copy of Merak If you don't win one? 


You don'^t need an ST to appreciate MERAK - described In 
PAGE 6 as new art form" - fast a VHS video recorder so 
if you want to participate in a unique experience just 
write down the answers to a few questions and send them 
off to THE MERAK COMPETITION, PAGE 6, P,0, BOX 54, 
STAFFORDp ST16 IDR. You hove only until the 15th Febru¬ 
ary 1989 to send In your entry, after which date FIVE 
lucky winners will he drawn out of the cardboard box 
and the videos will be on their way. 


If you don"t want to wait iinHI ISth February (and you shouldn't!) 
you can get a copy of MERAK - The Video by sending o cheque oy 
P oelal Order for £12.95 to Oomosoft, 49, Mount rleasantx Todley, 
Hants, R026 &UN 
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A NEW SPARTADOS 


Great news for all fans of ICD^s 
SportoDos i5 that a new tor- 
trldge version has been de¬ 
veloped with only the manuol 
to be finalised. SpartaDos X 
comes on a new style 'X' car¬ 
tridge that will allow other car¬ 
tridges to be plugged on top 
with SpartaOos having com* 
plete control over the added 
cortridge, allowing it to be 
switched on or off, 

ICD claims that SpartaDos X 
'includes 64k of the lightest 
machine code ever written' 
andr amongst many other fea¬ 
tures, it gives you more free 
memory in your XL or XE than 
is available with any other 


Whilst most ottenllon is being 
given nowadays to the ST, a 
small company over in the 
Slates is working hard to up¬ 
grade the Atari XL and XE 
range to provide many of the 
features of the popular GEM 
system. Reeve Software have 
developed the Diamond(TM) 
graphics based Operating Sys¬ 
tem which will give youK XL or 
XE the look and feel of an ST. 

The sofrwore provides ti user 
definable cursor which can be 
operated by keyboard, joystick, 
touch tablet or mouse to access 
drop down menus with similar 
file handling capabilities found 
in the GEM system. Desk acces¬ 
sories con be installed and the 
environment includes Icons, Di¬ 
alog boxes and windows that 
can be opened and closed or 
moved, just as on the STl The 
system is similar to the GEOS 
system of the Commodore 64 
which has increased the popu¬ 
larity of that machine even 
more and Reeve Softwore are 
hoping ihot Diamond will do 
the same for the Atari 8 bit 
machines. 

The standord Diamond hand¬ 
ler includes Desktop software 
that will enable easy access to 
DOS but, of course any further 
software used will need to be 
compotible so Reeve Software 
have developed several prog* 
roms to run with the system. 
The Diamond Programmers Kit 


DOS, High Speed Data transfer 
is available as standord with 
the XFSSlj US Doubler enhan¬ 
ced 1050 drives and Happy 
1050's with all densities sup¬ 
ported and the ability to hand¬ 
le 3.5" and 5,25" drives. It con 
even cope with Hard Drives 
and 8" floppies! 

The new SportoDos will in¬ 
cluded full file ARCing with 
routines very close to the IBM 
ARC stondard- 5DX ARC is sold 
to be the fastest and most effi¬ 
cient file compactor available 
on any 8 bit computer. Future 
Oiptions for the product include 
a Developers Toolkit, a Data¬ 
base program and an XEFSO 


includes mocros for MAC/65 
and Basic source code to de¬ 
monstrate how to use Diamond ' 
and therefore allow you to 
write your own programs. Di¬ 
amond Write Is Q full featured 
word processor that allow.s mul¬ 
tiple fonts and multiple text 
sizes in a document and Di¬ 
amond Paint is o standard art 
package but with drop down 
menus. Perhaps of greater in¬ 
terest Is Diamond Publish, a de- | 
sktop publishing system for 
your XL/XE with, it is claimed, 
text flowing from column to 
column and around pictures 
with different fonts and font 
sizes. Future products plonned 
Include Diamond Basic; Di¬ 
amond ASM and Diamond C. 
The Diamond system comes on 
Q super cartridge and retails in 
the States for $59.95 with the 
support programs at $29.95 
dollars each. There is no UK 
distributor, and with the pre¬ 
sent lack of interest amongst 
UK outlets in the a-bit 
machines, there is unlikely to 
be one, but Reeve Software can 
be contacted at 29W150, Old 
Form Lane, Worrenville, IL 
60655, U.S A. There could just 
be a possibility that PAGE 6 
might try and distribute this 
type of product and a few let¬ 
ters to Reeve Software might 
show them that owners in the 
UK are interested in their 
products. 


handler if there is enough 
demand. 

ICD have once again proved 
their commitment to the Atari 
XL/XE by spending o great deal 
of time and effort in producing 
SpartaDos X so let's hope that 
Atari owners wtirldwide show 
their appreciotion. 

The price at the time of writing 
was not finalised but Andrew 
Bennett of Frontier Software, 
distributors of ICD products in 
the UK, confirmed that his 
company will be distributing 
SpartaDos X at the most com¬ 
petitive price possible. The pro¬ 
duct should be availoble by the 
time you reod this. 


ATARI IS ALIVE 
IN THE USA 

Want to hear some rumours? 
Maybe these are all facts but so 
little 8 bit praduct is now being 
imporied that it is impossible to 
tell. Anyway, a few products re¬ 
ported in the U.S. include Video 
Title Shop ond Graphics Com- 
ponlon from Dotosoft, and 
from No Frills Software, a prog¬ 
ram to convert icons from Print 
Shop, Newsroomj Award ware 
and Prinipower. DOS XE for the 
new XF651 drive isalso soidto 
be near completion as is Atar- 
iwrlter @0, the long announced 
and long awaited enhance¬ 
ment to Atariwriter giving it 
full 80 column support with the 
XEP-80. Apparently, Atari have 
had to re-write the entire prog¬ 
ram from scratch. 

Also reported for the a bit is 
Karateka on cartridge wfith a 
two player mode and other car¬ 
tridges include, Summer 


Ricochet is the right name for 
a software label that brings 
back classics like Ballblazer 
which is now available on cas¬ 
sette at the borgain price of 
£1,99 not long after Atari 
themselves re*released it. Ball- 
blozer was originally produced 
by the team behind Lucasfilms 
and features two player action 
on a futuristic grid with some 


CAN’T FIND 
ANY 

SOFTWARE? 

XL undi XE soRwore is becom¬ 
ing harder to find and many 
owners need to buy by moil 
order but even then it is diffi¬ 
cult to know just what is avail¬ 
able. One company, Sunara, is 
trying hard to ensure that you 
cun continue to buy software 
for your machine and has pro¬ 
duced o new 19S9 catalogue 
which lists close on ZOO games 
on disk or cassette together 
with over 40 ROMs and a 
dozen or so utilities and educa* 
tionol items. There is also u 
good selection of software to 
cleor at special prices and a 
vast number of ROMs for the 
2600 games console. 

Sunaro have been supporting 
the Atari since 1984 and, un¬ 
like many others, has decided 
not to jump on the ST band¬ 
wagon but rather to continue 
to provide exclusive support for 
the 8 bit machines. A copy of 
Sunoro's catalogue can be had 
by writing to Sunaro, P.O. Box 
78, Macclesfield, Cheshire, 
SKIO 3PF 


Games, Mario Brothers, Desert 
Falcon, Ace of Aces, Eagle's 
Nest ond Airball plus a new 
adventure on cartridge called 
Dark Castle. It is not clear 
whether these are for the XL/XE 
machines or for the 2600 
gumes con-sole, more likely the 
latter (let's hope not!). 

U.K, availability is unknown. 
A couple of addresses that 
might prove useful are Data- 
soft, 19808 Nordhoff PL, Chots- 
worth, CA 91311, and No Frills 
Software, 800, East 23rd St.. 
Kearney, HE 68647 both in the 
USA of course. 


superb split screen scrolling 
which broke new ground on the 
Atari when it was first released. 
It still remains one of the most 
respected of Atori games and 
has not since been imitated. 

Surely everybody has a copy 
by now, but if you are a new 
owner you can grab yourself 
one of the Atari classics at a 
real borgain price. 


NOT JUST A GEM! 


BALLBLAZER BOUNCES BACK 
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A ioystlck is a joystick, or is it? TKere is an amazing variety of 


CALLISTO COMPUTER CLUB 

FOR ALL ATARI XL/XE USERS 


SOFTWARE SALE! SOFTWARE SALE! 


Callisto Computer Club members enjoy: 

^ Up lo 50% discount on top games 

* ExclusiYe sDttware only available to members 

Public domain library - the best games from around the world 

* Regular members newsletter and special ofler information 

FREE MEMBERSHIP - Purchase any of the software in the software sale 
listed below and you will be enrolled in Ibe club absolutely FREE 

FHUITMAN - Exclusive to Callisto members, a full feature fruit machine 
simulation with hold, nudge, gamble and mazeman feature Cass 

£2.99 Disk 

ZYBEX - The best scrolling shoot 'em up game tor the Atari. Raled IQ 
out of 10 by Atari User. . £2.70 Cass 

SPEED ACE -1 or 2 player motor bike racing. £2.70 Cass 

ZYBEX/SPEED ACE ' double sided disk - unavailable in shops - Callisto 
price £7.99 Disk 

LAB VEGAS CASINO - Play Blackjack. Roulette and Craps without losing 
your shirt! £2.99 Cass 

DRACONUB - Destined to be a cult game £7.99 Cass £9.95 Disk 

LOTLE DEVIL - The game they tried to ban. £3,59 Cass £4,50 Disk 

4 STAR COMPILATION 1 - Laser Hawk. Doimain Undead, Escape Doom- 
world and Panic Express £3.50 Cass 

4 STAR COMPILATION Z - Dreadnought, Space Wars. Screaming Wings, 
Crumbles Crisis £3.50 Cau 


joysticks on the market at the momem so a new one has to have 
something special. The Micro Blaster distributed exclusively by 
Compumart is a Fairly standard design but Ls extreniely ruggted 
and comes with a nornial 12 months guorantee of workmanship 
from the manufacturer but Steve Burke of Compumart is so 
confident of the construction that he says Compumart will give 
you a free replacement if you manage to break the stick under 
ony circumstances! 

The Micro Blaster certainly FeeLs solid and the travel of the stick 
in all directions is very small giving it a very ^tight' feel with a 
positive dick when the direction is engaged. The mechanism 
inside comprises four micro switches around a solid metal shaft 
with a further two micro switches for the dual fire buttons. 
Underneath is slide switch which sets the fire button to normal or 
quick. The connecting lead is reasonably long ot 1.4 metres with 
a standard |oysiick connector. All in alL this joystick comes 
across os a very solid, well built unit. The only possible driawbock 
is that it is quite large and heavy for small hands to hold, but 
this is a criticism that can be levelled at many joysticks. 

There is not a lot you can soy about reliability, it could take 
years to test u joystick to destruction! The Micro Blaster certainly 
feels more solid than many others on the market ond would 
.seem well suited lo those who like tight, quick, control rather 
than the 'floppy' movement found on many another stick. 

The Micro Bluster costs £12.95 and is available from Com* 
pumart Ltd, Freepost (PA6). Loughborough, Leics, LEI I OBB 


ACROSS THE SEA 
TO IRELAND 

If you live in Ireland you might be interested to learn of the 
Atari Users Group of Ireland who meet regularly in Dublin lo 
provide Atori support. The groups contact has changed recently 
from that shown In recent Resource Files and the new man Is 
now Mike Casey of 3, St, Kevins Park, Kilmocud. Co. Dublin. 
Meetings are held on the first Sunday of every month from 12 
noon lo 4 pm at Powers Hotel. Kildare Street, Dublin and the 
group publishes it own newsletter covering programming, re¬ 
views, help and the like. 

Forthcoming meetings will include □ demonstration gn Video 
Digitising, a Music Month and a professional presentation gn 
Desktop Publishing Practices so it looks like the Powers Hotel is a 
good place to be on Sunday afternoon if you find yourself in 
Dublin. • 


PUBLIC DOMAIN - sam pi a disk or cas&otfe ot 6 programs 
- games and utilities. Includes 50p off voucfier, £1 99 Cass £2.99 Dish 

Prices include FREE postage & packing in UK - overseas orders add £1 

Please make out cheques nr postal orders payable to 

CallisiD Computers. Dept AU1, Gwelfor, Nebo, Amwich. 
Gwynedd. LL6a 9NE, Tel. (0407) B3D704 


Expand The Capabitites Of Your B Bit 
Atari„ 

LTS DOzibItff 

|ht j0SV<kjki>iv^'$ i$ whk£i;| ICCKs US Daubl«r i3 

ell eboul A 1rue perTormef in me are£{)1 lwicl¥vaie mediricaliDris. this 
cWp Wl quickly transforms your Alari indo q poWBrtiousfl'. ratkaHnj «fl[h 
innDvaljVB iBaiures never belore by a tOSO re^ur^s liks 

i:[\rt doublo for ^r«a!9r Ettxage, arKf doublo -density 

Support, an aocalersned 1^ reia desrjnePI lo iriple yOur speed ^hen 
oambined witn Spirt«DOS end lull compabtxiity wim eniEting Alan 
sottwve £29.95. 

SpwrtMDOS 

TWi Disk ■ac>*r?lhng SyAlirti has twn wictffty acciiJme^d as Ih* bost 
DOS for tf*e- 0 bit Alan rgnjja SpprllDOS from (CO SupportB evaiylhing 
IWhti S1 a disk -drives thrcugb RAM Ashsi 1b herd disks. A specie! meriu 
alldVfS repid iraAsrer, Arid rockii^AihlocAirip OF files uiing Piily 
[tie Space Bar, Ofslion, Sled and Sel^ The lilility package' 
Supplied Ai$4 (eatyree « cFiaracier keytMerd bi/ifer, kntaikgent 

swtchiii^ belween diskdensjlies. a^nery hl« geme menv. subdireopnes 
and tirnwdale -stamping. Ideal lor use mIHi Ihe hew XF^551. £29.95 

SpertaDOa and US Doublef Pack - 'Oily £49.95 

iP.'iff: CsNirwer^sm 

NowyWne no IdngerTimiLed toAtan bompaliblepiMHers and modems. 
The PiR: Cennuikbh plujfS directly irtio )Fng»naldisk drive port of 
B bh Atari pomput'BF and provxtts Ihe user Aith a standard Cenironin 
pn liter mcedaca And two F13-Z32 serial pod* H a*so draws Ms power 
frgm mrnpLMgr Which iTeahi one less cord righbrg lor a power 
jxhht while ils compaci si 2 e leaves ydgr wprk viduAlly clutter Free. 

TFia PtR: ConnActltHi'e serraf pons usa alully ooimpactile FI FiarnAer 
and resembla che^A of iMie Aiari flM wHeriace wim Pie same signals and- 
funflwhs CCS 

fCC J^frtjAir Conrwcftarr 

ICD'a PrknEer OpniHClibn 4 A CAr^ronics parallel prinler interface tar 
Atan 0 1^1 oompulers when pHtgs kieq Ihe bompmer'A SArial peripFve/aJ 
ppil -amdlFien directly into yoor pnnler. 11 ‘ryoPts-willi mosi pArAllAl prirhorg 
end A bri sohwere wimour IhA ra44d For speciel drwer sciawere and 
inckjdesa built-in printer cab la. €29.9-5 

FHHilier ptOdVi-pult akk b^t OSS p^hUkIf such as ME^r, Buc XE aid 

Base 90. and llui iBiruriiing iCb pniihifas - Rantu XL arid R- Time A hiaase wiXa r:* 
phone bd< oui caiAio^ 

AB pncei IndMW VAT F^wneo 

P D PO. llO.riflniooaiO. iwioh V*i1i»rH MGi OTE IdMZd) STl-tlkSaQS?? 




V5 Doubter 



SpiTlxItOS 
-CiHiiEructleB Stt 
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EDUCATIONAL 

SOFTWARE 

L(isl year \ purchc-sed an &OOXI 
with disk drive as ! have two 
sons ayed 10 and 13- They love 
the machine but only use it for 
games. I would also like to use it 
os an educationol training aid 
(Ls my eldest son Ls way behind 
in his educotion and could do 
with extra tuition at home. I 
now know that the 0OOXL has a 
wide range of capabilities but I 
do not understand the 
machine's Basic and so I cannot 
work out any programs. 

What I am after is any listing 
that I can input for Maths, 
Spelling etc, or any educational 
programs. I have tried many 
Atari owners but all seem to use 
just games or utilities so please 
can you help? 

Sheph«rdr 

BirminQiiani 

Tifierc have tihvays been regular 
for educational soflwan? 
bur very Ittfle produced in the way 
of commercial programs or even 
user-wriricj’] sofbware- Most of what 
awallabie is armed at pre-schooi 
children, primarily because rf is 
easier to write .simple shope jnafcih' 
ipig programs and the like. There 
ha^e been cfne hr iwo listings in 
post issues of PAGE 6 fbof mlghl 
be useful, notably Most Heart 
Moths in Issue 28^ and Turn Ti^e 


Tobies from Issue 1 6 (now out of 
print.K 

There are also a couple of 
bducettiort disks in the PAGE 6 
Ubrary of public domain .sofhvoro 
alrbougb fbese tend fo canoentrafe 
on younger children but onotber 
disk catted Word Builder might be 
more suitoble as you con add you 
own words and definitiorei. We are 
always writing fo puWMr listings of 
an educafiortol naiure but, truth to 
fell, most of those submitted are so 
ordinapy or poorly written tberi tb^ 
do not do the Atari justice. How 
About a spelling program that 
allows parents fo Insert fbeir own 
words perhaps with a brief desmp- 
fjon of a word and Pour or the ways 
ol" spelling it? If 11 uses lots of fbe 
Atari's unigue /ratures, is user 
friendly botb In play ond In adding 
new wands, and r/serprooPwe'il 
publish il. There's a challenge! 


TURBO XEP 

I would like to answer Michael 
Davies about Turbo Bosic. Vou 
can autorun a Turbo Basic file 
on booting by naming it AUTO¬ 
RUN, BA5. When mnning □ com¬ 
piled pnogram you are cut off 
from Basic but you can chain 
compiled programs by defining 
file names with the ,CTB exten¬ 
der before compiling or by re¬ 
naming the files after compiling, 
Petsonally 1 think that Turt>o 


Basic is the second best thing 1 
did for my Atari after subscrib¬ 
ing to PAGE 6, Tve also bought 
BABIC XE and I reckon Turix) 

Basic is just a$ good. You con't 
return to TuffcK^ Basic after using 
DOS but on the other hand you 
can't compile BASIC XE. As for 
value for money, BASIC XE 
definitely cannot comparei 
I have an XEP-80 hooked up to 
my 130XE with which BASIC XE 
is not compatible but Turtw 
Basic is not only perfectly com- 
patible but also solv^ the pmb- 
lems of displaying and dumping 
Graphics S screens through the 
XEP-80 interface. Is there ony 
llleratuie for my XEP-80 or am 1 
the only one who purchased 
one? 

Joseph M Ccunilleri 
Malta 

Thanks for fbe f|pj on Turbo Basic. 
Many readers will be pleased to 
bear that, in response lo so many 
requests, we are starting a fulcwial 
series on Turbo Basic this issue and 
we hope that this series will answer 
many of your quesllons, Gordon 
Cameron bos aireac^ sent in some 
crocking demos la Turbo basic and 
should give you plenty of hints in 
future issues. Be sure fo write to 
Gordon and let him know wbot sort 
of things you want covered la fbe 
series so that be is ant felt 
.*itaiggljag laying to work out exactly 
wbaf it is you wont fo fenaw. 


As fo the XEP'80 we are not sure 
bow many^ or bow few, were sold 
in fbls couafty and we are certornfy 
not owore of any supporting 
dbornienfoliOJi. We would be la- 
leresfed fo bear friom aay readers 
who have the XEP.SCJ and more so 
from anyone who bos worifeed out 
any programs or patches ibal fake 
acA^nfage of flte unit. 


TYPING TUTOR 

I am a newcomer to computing 
and om finding that lock of 
typing skills is limiting my prog¬ 
ress. Would you know if a 
typing tutorial program is avail¬ 
able want to improve my typing 
skills with my Atari. Can you teh 
me if there are any programs 
available which would help me? 

G.D+ Pole 
Nottinghoiti 

There bat^ t>een a few commerckA 
releases la fbe posf but, os for as 
we are aware none are cunenfJy 
ovofiable. There was a listing in 
Issue 26 called FLEXIBih FINGEFS 
which will give you plenty of typirtg 
practice and you con begla by 
typing fbe listing in! If your typing 
needs that much jjrtprtjvement you 
can olways buy fbe dhk for Issue 
26 far jusf £2.9S with fbe program 
and all others from that Issue ready 
10 run. 


THE LOST SOFTWARE 


I do agree with the PAGE 6 
policy on piracy and copying 
but hoving frequently bought 
whole systems from people and 
having acquired lots of 'blank' 
disk 1 am amazed and dismayed 
by what I have found on them. 
Amazed at the quality and 
dismayed by the unavailability 
(officially) of some games and 
utilities. I reali-'se that a lot of top 
class games etc. were still bom 
because of piracy in the early 
stages, however it is a shame 
that these games never had the 
accolade they deserved and I feel 
sorry that their authors never 
had the chance to see their 
etforts aedaimed in print. 
Although I have reformatted 
90% of such disks and deshoyed 
the illegal copies on them, there 
are some that 1 cannoi bear to 


part with and 1 won't destroy 
them because I con't get the real 
thing, even second hand! My 
example of Lost Starfighter is a 
case in point. It is far better, in 
my view, than the 'official' Star 
Raideis IL. 

Some of this stuff is now 6 to 8 
years old, what has happened to 
the copyrights etc. of these still 
eminently playoble games? 

Could they not be released offi¬ 
cially? 

A long time Atoiiait 

We bflve kept these cewnmeafs 
aaonyrrotiLii because they were sub- 
aiitfed on a surrey ibmi and ant by 
letter but ibe poinls raised ore 
suffidenf^ interestiaq to pubiish, 
purttcularly after (be lerter in (be 
Wovember A(ari User regarding 


pirated' software, in response fo 
wbicb we bare bad a number of 
letters asking for tbe address of fbe 
wriler so they can get in on the 
action/ This raises same dlfticuli 
questions. J?fracy is wrong but wlfb 
so little software becoming avail- 
oble jiawodoys for the 8 bit 
machines and wifb so much unre- 
ieased rnalerial around it Is no 
wonder (bat toddy's users wont 
that software. We obviously can't 
become involved in promoting illeg¬ 
ally held software but as If is 
unlikely ftiat any company will now 
release these 'ioag losf^ programs 
wbaf con be done to make them 
available? Wbaf is trie o^jyrigbt 
situation of these programs? In this 
cauafjy (b^ would remain in 
copyright even ftiougb they were 
not released but do the some laws 
apply in trie USA. or do copyright 


laws apply far only a limited 
period? Perhaps one of oar Amer¬ 
ican readers would advise. We are 
not advocating that anyone pounce 
on (bese pnegroms in fbe excuse 
that the copyrigbi has expired but 
peribpps trie original authors now 
bare fbe rigbt.s liack and cannof 
find anyone (a publish for them? 
PAGE 6 would be quite interested 
in discussfng a possible marketing 
aTTongement wilb anyone wbo rias 
'unreieased motenar or programs 
friat were once released but are ao 
longer available bat trie lifceJiriood 
of any company or author respond¬ 
ing is pretty remote. Mosf probably^ 
whoever owns the rights to these 
programs has forgotten that they 
even exist! So, what can we do 
obout the weolfb of software that is 
still unavoilable for fbe Atari.^ Aay 
Ideas.^ 


S 


Page 6 - Is^ue 36 












AROUND THE WORLD 


GENEALOGY 

1 am wrltlrig to osk you if you 
con help me find a geneology 
prognam, I hove tried the usual 
software outlets both here and in 
the States but none have any in 
stock. Can you put me in touch 
with William Benbow who re¬ 
viewed three packages in Issue 
30 of PAGE 6? 

Paul Thomas 
Birmingham 

We had a sarpiising number 
of encjtiiries genealogy pmg- 
rams and a/wqys find sucft 'm/nor- 
ify inremst' enquiries guife irileresf- 
ing. There is virtually no chance of 
a retaiier stocking this of 
jolhvare in the UK so the oniy 
thing you can do is write dtrecr to 
the peopie who prodaoe the prog¬ 
rams. for the S hit, the best 
program is probably Family Tree by 
Direct Lines Sbfhvan?, 47SS 0am- 
boo Way, Fair Oaks, CA 95628^ 
USA. and for both the 8 bit and 
ST there is a prcjgntm coiled 
Compute Your Jioots hvm Wasateh 
GerteaiogfCfli Sofhvare, 2899 Wtsf 
75S0 South, West fordan, Utah 
840S4, USA. There is aiso another 
SJ program by a company called 
Flying Pigs Softwarpti) which we 
nemiTimended fo another reader a 
while ago but now can^'f find the 
address. Whoever if was we recom- 
jTtended if fo was very pleased wifh' 
the software hut could he please let 
us know fhe address once again! 
There rs another pnogmm for the 
ST called The Generation Gap 
(might ever? be fhe Flying Pigs one) 
which we don't hove defaiis of af 
the moment buf which wfif be 
inc/uded in demo form in the PACT 
6 ST Library by fhe lime you read 
this. Fino/iy you might be interested 
in subscritnng fa a quarterly maga¬ 
zine called Geriealogicai Computing 
from Ancestry fnc., P.O. Bor 476, 
Sait Lake City, UT 84110, USA. 
Annual subsaipfion is |J5 indud- 
ing overseas postage. If you wonf 
more details hom any oF these 
companies, drop them a line, 
mention PAGE 6 and cnciose a 
couple of Intemationai Reply 
Coupons for their response. Most 
small American companies are only 
too wiiiing to help. 

As for wrffing fo William iJenbow 
or other confn'bators, we don't 
usually give ouf confhbutors 
addresses unless they have given 
specific permission but we are 
always happy to pass on your 
letters if they ore in an envelope 


addressed to the author and are 
enclosed in ariother envelope 
addressed to PAGE 6 wifh a re^/uesf 
fo pass the letter J3emember 
that you should enciose a starnped 
addressed efivtiope if you expect a 
reply and in fbe ccute of contribu¬ 
tors like iViffiom Benbow, who lives 
in Canada, you shoufd enclose a 
couple of International ifepfy 
Coupons. 

CONNECTING A 
BROTHER 

I have been offered q Brother 
HR5 Epson compatible 9 pin dot 
mothx printer which has a 
standard Centronics interface so 
when I buy this interface for my 
SOOXL would it be possible to 
connect it to my computer and 
use it with AlariWrlter or Paperc¬ 
lip word processors? 

HoJger Klewer^ 
Klngston-upon-Thames 

Fbere is sfiW a great deal of 
cortifusion over printer interfaces. 
Some printers cornc wifh a choice 
of a plug in .scriai interface or 
Centronics panoifei inteniiboF and 
many owners aisame fhaf if they 
buy the Centronics interface they 
con fust plug if into fheir XL or XF 
machines. Not so. Any printer with 
either a buiil-in ar ophonai Centro¬ 
nics irtterftiite will work wjfh fhe XL 
or XE machines but oniy if used 
wifh a ipedaf Afori printer inter¬ 
face. The cheapest, and fhe besf, of 
these is the ICD Printer Connection 
availabk riom Fnaafier Software of 
P,0, Box 113, Harrogate, HG2 QBE 
for £29.9Sr Buy yourself one of 
these and you con connect any 
Cenfmnics cornpatible printer to 
your Atari but you might find that 
you have probiems in choasirtg 
so^ore to use with any printer 
that is not Epson compatible, l^ou 
should have no problems in using 
either Atatiwriter or Aapereiip with 
your Bncjfher or wifh aimasf any 
other printer. Paperclip in parficuiar 
is saifabie for a ^arief)^ of printers 
as you can dlehne your ctwt? printer 
drivers. 



I'm writing to osk if there ore 
any Atari users who would like 
to be a pen-pal with me be¬ 
cause, believe M or not^ here in 
the nine Islonds of The Azores 
there are only 24 Alatl owners, 
three of whom own ST's. Soft¬ 
ware is proctically nothing with 
only a few budget games like 
Bollbloster, Buggy Night, Dig 
Dug and Hyperbiast and not 
much more. The only good 
software I have was given to me 
by a friend of mine in America 
although 1 recently bought Mini 
Office II even though it was 
diffiujlt to get. Sometimes at 
school I have discussions with 
friends about the superiority of 
the Atari against the Spectrum 
and when I try to prove them 
wrong my orguments go down 
the drain because of the lack of 
software, 

I have also written to Pulsar 
Software to see if they can send 
me information about Fig Forth 
os I want to amplify my 
machines horizons with such a 
language. J would like to thank 
all the team that has been 
responsible for producing Atari 
User in the past and especially 
Andre Willey for his majrvellou.s 
work and I look forward to 
hearing from anyone who wants 
to write to me, 

Coflos fange Sousa, 
la Rua do Temeiro 39, 

Scio Roque, 

Pqnta Delgada 9800 , 

Saa Miguel, Azores, 

Portugal 

Trie Azores, eh? We are aftvo>'s 
getting letters fram people in this 
country complaining about how 
difficult it is to gef sa/hvare or meet 
ofrier users but can you imagine 
how difficult it must be fbr Atari 
owners in some of the more tar 
away countries? One interesdng 
oommenf repeated .severui rimes in 


the Fieccnf 5urwy ivas fbaf some 
readers would like to know wbaf if 
is like to be an Afari User in other 
countries, so here's a cbancie for 
some of our overseas readers to 
write in and tell us about soriware 
availability, iocal user groups, sup¬ 
port from Atari, wbaf confact they 
.have wj'lii of ter Ltsers etc. If ivp get 
enough response we will run o 
short friterriorianaj' caiujtin la fbe 
ncjff tew issues teiiirig you ejfacf^v 
whai it is like in ait those far flung 
places. So let 's hear from our 
readers in Norway, West Gertnany, 
Sweden, Greece, United Arab Emi¬ 
rates, Kuwaii, New Zealand, Au- 
stpoikt, The Falklandt, Turkey, Peru, 
Finland, Itaty, Tanzania, Czechoslo¬ 
vakia, Switzerland, feeiand, Jordan, 
South Africa, Malta, Vugaslavj'a, 
Fblaad, 5pojn, Saudi Arabia, Zim¬ 
babwe, Venezuela, Hungary, Israel, 
India, the Sahmon islands and 
even Papua New Guinea/ Believe it 
or not these are just some of fte 
caunfries where PAGE 6 is read! 

Let 's hear what it ls like out there. 

FASTER CASSETTE 

I am very new to ATARI and I 
am having problems vrith my 
XC12 tape recorder. The problem 
is that it is too slow, so I wa.s 
wondering if there Is an upgrade 
to make it foster? 

Blair Sutton 
Brighton 

Kes, there is. A company called 
Rambit has teen proo'ucjfrfg variaus 
cassette upgrades for several years 
and ih^ hove developed upgrades 
specifically fa enable faster loads of 
both your own and commercial 
software. Rambit often advertise in 
Page 6 and will be ha^^ fa send 
you delails of their pjTodads if you 
send them a s.o.e. to 16, The 
Green, Thuriby, Bourne, Ones, 
PEIOOHB. 


Write to Maiibag to air your views 
on Atari or ask us for advice? 

Send your letters to 
Mailbags PAGE 6, P*0* Box S4, 
Stafford, ST16 IDR 
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HOW TO TYPE IN THE LISTINGS 
and get them right! 


OUR UNIQUE LINE BY LINE CHECKER 
WORKS ON ALL ATARI XL/XE 
and earlier 8-bit machines 


The program lj 5 tjng& In PAGE 6 ore piepored carefully to ensure that 
they rnn be typed in os easily os possible. Before typing any Listings 
ensure that you are fomiUor ¥rith the use of the Shift ond CONTHOL 
and INVERSE keys OS outlined in your computer manual- The listings 
are prepored to match exactly what you see on screen. Every character 
that you moy see in a Listing is included In the chort below for cross 
reference. By using TYPO 3 you con ensure that you type in the 
programs EXACTLY os they are printed. Remember, a single typing 
mistake may mean a program will not run, 

WHAT ARE THOSE CODES? 

Each line of a program printed in PACE 6 begins with a special two 
letter code. THESE SHOULD NOT BE TYPED IN. They ore used by the 
program TYPO to checJt that you hove typed each line correctly. IF 
YOU HAVE NOT ALREADY TYPED IN THE TYPO 3 LISTING PLEASE 
DO SO NOW, The program can be U-sed os you type in each line of o 
program or to check on already typed program. The code for each line 
will match but if yOU hove problems check the Listing conventions 
below carefully, you are most probably typing a CONTROL character 
incorrectly. TYPO 3 cannot check whether o line has been missed so if 
you have problems in running a listing count the lines In the program 
and ensure none ore missing. If the TYPO codes match and the 
program stlU does not ran, LIST it to cassette or disk using LIST "C; or 
list 'D;fllenQme^ switch off the computer, re boot ond then ENTER 
the program using ENTER 'C:" or ENTER "DifUenome". Save this 
version in the normal way. 

HOW TO USE TYPO 3 

1. Type in the listing carefully for although you cun use TYPO 3 to 
check itself (see 6 below) it may not work if you have made 
mistakes. 

2. SAVE or CSAVE a copy of the program, 

3. Each time you wont to type in a program listing RUN TYPO 3 first. 
The progrom will install o machine code routine in memory and 
then delete Itself, Now type in a line as shown tn the mogoilne 
ejrdudiitg the first two Utter code and press RETURN. 

4 . A two letter code will appear at the top left of your screen. If this 
code matches the one in the magazine carry on and type the next 
line. Note, the code will not match if you use abbrevlotions. If you 
prefer to use abbreviatiDns LIST the line you huve Just typed, move 
the Cursor to ihot Itne and press RETURN. The code should now 
match. 

5. if the code does not motch, use the editing keys to corrert the line 
ond press RETURN again. Repeat if necessary until the codes match. 

6. To check a line you hove already typed LIST the bne, place the 
cur^r on that line and press RETURN. 

When you hove finished a listing fust SAVE or CSAVE it in the 
noimal way. 

You can type In o program without using TYPO 3 and then check It by 
SAVEing or CSAVELng a copy of the program, running TYPO 3 and 
then LOADing or CLOADing your program and proceeding as in step 
6 above. 

Always SAVE or CSAVE a program before running it and always use 
TYPO before telling us that a program will not ran. 


1 REM R i CMKKMHIIMMMItWKMMMItMWnKMIl li M lI MK Ii K 
ftL 2 REM * TYRO III bg ftl^c Beri^on * 

qt- June 190^ * 

sfi 3 REM * ft proofre'ader for ftMTiC and * 

# PAGE 6 base^d on typo II ^ 

• published bg ftMTIC nsgazine * 

el 4 REM .. 

SG l&e GRAPHICS e 

HG 110 FUR I = 15T6 TO L75l!REA0 A!CIC = CK*A: 
poke I,A:#iEKT I 

CG 12G IF CK<>3e76S THEM ? ''Error in OATA 
^-taleMOntis - Chech T!APing"JENb 
VM 13B A=U^lltlS36) 

WT 140 ^ i? "TVPO III is up and running": 
HEH 

Mft LOGO data 104, i6&, O, LS5 j 3 j 201 , 

HG 1010 OftTft 240,0 j 2O0i 

00 1020 DATA 242,56,200*16? r iST,2&J 3 
RK lOSO DATA 200,16?,6* 153,26,3,1*2,0 
fifl 1040 OftTfl 18?,O,220 , 157, 7?, 6 ,232, 224 
TO 1050 PftTft 15,200 j 245,169, 141 , 03 j 6 

kC 1060 DATA 165,6,141,84,5,173,4,220 
EU 1070 [>ATA 105,0,141,55,0,173,5,220 
OK 1080 DATA 105 *O , 141 * 56 , 6 , 165 * 0 * 1B2 
KK 1056 DATA 3,145,203,202,16,251,56,0 
ZR IlOO DATA 0,0,0,0,0,0,0,® 

LP 1110 DATA 0,0,0,0,0,0*32,54 
JM 1120 DATA 6,8*72,201*155,246,55,230 
TU 1130 DATA 203,133,205,130,72,165*0, 133 
TW 1140 DATA 208,162,0*10,38,208,5,205 
MF 1150 DATA 144,7,24*101,203,144,2,230 
RL 1160 DATA 208*202,200,235,133,207,24*1 
65 

TM 1170 DATA 204,101,267,133*204,165,205, 
101 

AM 1180 DATA 208,133,205,165,206*165,0,13 
3 

XH 1150 DATA 205,164,170,104,40,56*138,72 
NR 1206 DATA 152*72,182,0,134,267,134,208 
GF 1210 DATA 160,24,6,264,36,205,38,200 
EA 1220 DATA 38 , 207,36* 200,5® , 1®® # 207,233 
TM 1230 DATA 104,170,105,208,233*2,144,4 
SK 1246 DATA 134,207,133*208,136,208,227, 
162 

CB 1250 DATA 8,165,207*133,284,165,208,0 
MN 1260 DATA 204,42,201,26*144,4,233,26 
MB 1270 DATA 230,204,202,268,242,133,205, 
185 

SC 1280 DATA 128,145,88*200,152,40,208,24 
5 

HU 1250 DATA 106,204,105,160*160,3,145,88 
QA 1300 DATA 165,285,24,106,101,200*145,8 
8 

M® 1310 DATA 32,65,0*104,106,70,153*6 
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51 Transdisk IV 

Now Only £19.95! ^ 

Now's your chance to upgrade your cassette games to dif* wi|h the most. 
powertol tape to disk utility for me Atari - and ai a special semmer oiler price! 

What makes Transdisk IV so powerful? irs the OWLY tape lo disk uiility for the 
Atari that wil> 

• Handle any type ol cassotle tormat 

• Handle cassettes that load extra levels (multi-load) 

• Remove protection from cassettes automatically 

• Transfer more than ore game to one dish 

• Use all available memory on XL and XE computers 

• Handle cassettes that require all 54k of memory 

• Support itie Atari 1050 disk drive density 

• Support mridrfled double-density dish ckives 

Requires^ Atari 800XL. 65XEor t3DXE Computer with disk drive and cassette 
recorder. 

Transdisk IV is supplied on disk and comes compfete with step-by-step 
instructiOT) boohlei. No other progirams are required - the system is completefy 
self-contained. 

Price: Ct 9J5 (save £5.00) inclusive of first class delivery. 

Also available:- 

The Freezer! 

• Freezes tape or disk programs 

9 Outputs copy ol frozen program to a bianh disk 

• Copy runs on any computer independent or Freezer 

Requires: Atari SOOXL, 65XE or 130XE with dish drive. 

Price: £14.95 inclusive of first class delivery. 

rransdish fV and The Treezer tctgeihef £30.00- save anoffter 

To order phooe with credit car-d no, or make cheque or P.O. payable to: 
Digioomim Computer Services Ltd and send to: 

DigiComm 


17Q Bradwell Cornmqn Boulevard, Milton Keynes, 
Bucks MK13 BBG. Tel: (0906) 663709 


t^^mechusc 

^ n ^ 
^orcuiar^ 


PRESENTS 

1. PAINTBOARD 
2. NETWORK & KING'S PERIL 

Feaiures ol Paintooard include: 

• t2B colours dlsplayabls ml iha same Ume 

• High rasoluiiDn graphics mode 15 used 

• 3 Brush speeds 

• 11 pre-deflned brush shapes 

• User OefinK shapes 

• 30 commands evailabls (ipc. zoom, fllf, oolour, line, box, ckcta, airbrush, pen, 
load, save, gallery, oic.} 

Palntboard cam be used to doodle, as an eteCIronk: painttKX or to design 
electronic drcuha ate. Supphed on TDK cassette together wkb demo pictures, 
picture viewer, format coiweriar, picture dumper and a help program. 

The Network is an mioresting end challenging puzzle which will give you hours' 
of fun trying to comptela. 

The King's Pert is also an knteresimg puzzle with many variatons, (knowledge i 
of chess usaiU here). ! 

PAWTBOARD PACKAGE 
NETWORK! KINQ-BPERIL .GV,99 

Beth programs run on any Atari, except the ST, with at least 4Sk 
Prices WK. postage 9 packaging 

Maka chequefPOs payable to Amethyst Software and send with your address 

to; 

AMETHYST SOFTWARE 

Dgpt. AU, 3 Oban Avanua, Da La Pol# Avanua, Aniaby Raad, 
Hull, North Humbafilda HU3 6SB 


ARE YOU MISSING OUT? 

You'ye got lots of questions about your computer but don't 
know who to askl We do! You're not sure which software is bes-i 
for your applicatLnn^ We do! You’d like Icj k-eep up to J^le with 
rnjw releases and be sure they are a ^ood buy, but who’s going to 
tdl you? We will! You would love to 90 I lo know oiher Atari 
enthusiasts, but you don't know how’ We do’ You want lo get 
Sums of that 'Public Domain’ software you've heard about, but 
where Frora^ We know’ You don't want to feel like you're the 
only Atari owner itv the world, but where can you turn too! Well, 
we can help! Great, but who are you?? 

We are the lurgesi (and oldest} Atari Computer Owners Cluh 
in the U.K. Forjusl £5.t)0 per year you help, assistance, hir>ts. 
tips, friends, pen pals. access to PD software, up to dale 
information, games, utilities, hardware projects, software 
reviews, prograenming lulorials, and a gloSSy club ma^j^ine 
every quarter. 

A club magazine as well'! One of those photocopied things 
that is unreadable, eh! Welt no. It’s proEessionalkr produced, just 
like this maga-J^ine you’re reading. It’s called MONITOR, you may 
have heard of it? Yes, friends of mine have read if and say it’s 
great! How do 1 iuin the club and get my Copy ol MONITOR? 

Easy just send a cheque or postal order lor ES-W to the address 
below requesting a lour issue subscription Overseas 
membership ig LK.IM) {surface) or L12.CM) (Airmail). 

You won’t be disappomtedl! 

The U.K. Atari Computer Owners Club 
P.O. Box 213,Southend-on-Sea, Essex, SSI 2QF 

Indapendent User Group 


ST THE VIRUS ST 

DESTRUCTION 

UTILITY 

The cuticle last issue on viruses gave details of how to 
obtain The Virus Destruction Utility from Richard Kors- 
makers in Holland, The method of payment, through a 
bank transfer, was somewhat complicated so we have 
arranged that you may pay direct by ordinary cheque 
or Postal Order, Vour disk will be despatched immedi¬ 
ately upon receipt of your payment. 

To order your copy of The Virus Destruction Utility 
send Q cheque or Postal Order for £6.95 mode payable 
to Richard Korsmakers to: 

RICHARD KARSMAKERS 
IB BAKKERLAAN 15 ^ III 
NL-35S2 VB UTRECHT 
THE NETHERLANDS 

Your registered copy will be despatched by return and 
you will be eligible for updates as indicated in the 
article. 

Since the article was written we have received a copy of 
the most up to date version of The Virus Destruction 
Utility and it appears to be very comprehensive and 
easy to use with options not only to destroy any viru- 
sues but also to protect your disks against future vims 
infection. You may not have any viruses but you never 
know and The Virus l>estruction Utility is a small price 
to pay for peace of mind. 
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SYNTH II 


O ne the rndjOFf but sadly underused, copabilities of the 
POKEY sound chip Is that of 16-bit sound. As you 
probably know, the SOUND command of BASIC con 
produce 255 pitch levels with any particular distortionj covering 
a 3.5 octave Tian9e, Although this is quite acceptable for many 
applications, it by no means stretches the chip to its limit. By 
joining two sound channels together, however, the pitch can be 
represented using two bytes, suddenly increasing the number of 
pitch levels to 65536. This increases the number of octaves 
available substantioliy from 3.5 octaves to over 10.5. Also, since 
the notes are much closer together, some interesting effects can 
be produced. 

A musical note can be ployed with the pitch being varied 
slightly every vertical blank interval (50 times a second}, causing 
the note to 'warble', on effect commonly heard on the Commod¬ 
ore 64 (although this is built into the hardware of the SID chip), 
and increasingly on the ST series. 

Table 1 shows the bit usage of location 53768, the audio control 
byte (commonly called AUDCTL). Bits 1, 2 and 7 are concerned 
with distortion so we will Ignore these. A brief mention of clocks 
is needed however (bits 0, 5 and 6). As you may or may not 
know, the POKEY chip as well as controlling sound production, 
also regulates the timing of various input/output functions such 
as loading from tape/disk, counting down hardware timers etc. 

To moke these operations more flexible, the chip is capable of 
running ot three different speeds: 15Khz, 64Khz and 1.79Mhz - 
these are the values for American Atoris, but apparently British 
Ataris run slightly foster. The lowest notes ore produced using the 
tSKhz clock although these generally have liftfe musical quality 
and ore reolly just streams of clicks. The 64Khz clock Is used by 
BASIC, the familiar 3,5 octaves being the highest ovailoble at 
this clock rate. Since the notes get lower as the pitch number gets 
higher, it is not hard to see that if 16-bit sound is implemented 
using either of these clocks, only very low octaves would be 


Bit Descr iption 

7 4 bit poly enable 

6 Clock channel 1 with l.79Mhz 

5 Clock channel 3 with 1.79Mhz 

4 Join channels 1&2 (16-bit) 

3 Join channels 3&4 (16-bit) 

2 High pass filter on channel 1 
clocked by channel 3 
1 High pass filter on channel 2 
clocked by channel 4 
0 Switch clock base from 64Khz 
tolSKhz 

TABLE t: Bit usage of AUDCTL. 


A while ago Bryan Kennerley 
brought you Original Synth, 
now he explores the 
possibilities of Unking sound 
channels together to 
produce 16 bit sound 

gained. The clock should therefore be set to 1.79Mhz if 16-bit 
sound is used. The result of all this is that o value of 80 (64 + 16) 
should be placed in location 53768 to enable 16-bit sound. If you 
haven't done so already, type in the listing. You will see 4 
vaiiobles ot the start - DIST, WAIT, AMP and STEP. DIST is the 
distortion level and volume of the sound, calculated by: 

DIST = Distortion * 16 + Volume 

The significance of the other three variables will hopefully be 
Gxploined by Figure 1. 

WAIT (0-255) is the number of jiffies {50ths of a second) before 
the note starts to warble. 

AMP (1’127) is the number of jiffies thot pass before the direc¬ 
tion of the warble is reversed - this is also propor¬ 
tional to the length of the wove, ond flnoJiy: 

STEP (0-255) is the amount added toysubtrocted from the note 
pitch every jiffy. 

Incidentolly, quite a good lightning effect can be obtained using 
the following parameters and the highest octove available: 

DIST = 15, WAIT = 0, AMP = 127, STEP = 4 

Three function.? are also available from within the main prog¬ 
ram. These are accessed via the function keys: 

START - move entire keyboard down 1 octave. 

SELECT - toggle cassette unit on/off. 

OPTION - move entire keyboard up 1 octave. 

One small problem I encountered while writing this program 
was in silencing the notes. If the volume is set to zero when no 
key is pressed ond then reset when one is pressed, an unsoundly 
click is produced, spoiling the effect. This can be overcome by 
zeroing the pitch instead of the volume. This works fine until you 
realise that when a distortion is used, sounds are still produced 
with zero pitch. The solution is a compromise, zeroing the pitch 
at all times, but only zeroing the volume if an impure tone Is 
being used. 

Although this program allows frequency modulation only, 
volume modulation could easily be added to the VBl routine, 
and a music routine could use pitch/volume tables to dictate the 
progress of the sound. This of co-urse could be done using all four 
8-bit channels, the result being something like that in Interna¬ 
tional Karate, or using 16-bit sound like that in AR-The 
Dungeon, but unfortunotely the alternative (no music) is that 
which is used all too often. Hopefully this will soon change. 
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SYNTH II 


isri^ain Kennerlei/ 


1 REM WMM KKKM MW WM - MMM I CM M W MMMMKltWMMMW * 

2 IICH * 5VhTH IT ^ 

1 REM * * 

4 REH M- b*# isr<^air> Kenner'lei/ « 

5 REM # -------^ * 

6 REM » PAI^E b MAl^JiZINE ~ EWaLaMI> * 

7 REM HMMUHMMWWKMMMMKmiWM i mMl f WICKKmiR 

8 REM 

I. 8® DIbT = A75 
IIG MrtIT”20 
128 ftNP-2 
ijte step=3 

J. 40 IF REEKC2S7813 =i4i RRI> PEEICtZ^882> 
=6 THEN 348 

158 REM SHfUMSilSI 

160 FOR M = 2B672 TO 2^069 : REClD 8: POKE K 

^d:nekt K 

178 DftTA 173,34,2,141,157,6^173,35,2,1 
41,138,6,162,0,142,128,6,202,142,135,6 
,16?,128,141,12?,6 

180 80T0 173,140,6,141,136,6,169,0,141 
,8,210,141,1,210,141,2,210,173,139,6,1 

41.3.210.169.80.141 

190 DflTft 8,210,169,3,141,15,210,169,6, 
160,65,162,113,32,92,228,169,0,141,130 
,6,141,0,210,141,2 

200 DATA 218,169,255,141,131,6,169,0,1 
41,5,210,173,31,208,201,7,280,118,169, 
8,141,135,6,175,220,2 

210 DATA 201,17,280,26,169,0,141,228,2 
,141,208,2,169,6,172,137,6,174,130,6,3 

2.92.220.169.265.141 

220 DATA 252,2,104,96,173,15,210,41,4, 
281,4,240,101,173,9,210,205,131,6,240, 
194,173,140,6,141,136 

230 DATA 6,173,9,210,141,131,6,10,168, 
laS,162,113,141,0,210,141,132,6,ISS,16 
3,113,141,2,210,141,133 

248 DATA 6,208,5,173,132,6,240,155,169 
,120,141,129,6,169,0,141,128,6,173,139 
,6,141,3,210,169,1 

258 DATA 141,130,6, 76,-09, 112,173,135,6 
,201,1,248,136,169,1,141,135,6,173,31, 
208,281,6,240,22,201 

260 DATA 5,240,7,281,3,240,48,76,89,11 
2,173,2,211,73,0,141,2,211,76,09,112,1 
73,134,6,201,6 

270 DATA 240,24,162,0,30,162,113,62,16 


1,113,2 32* 232,16,246,173.200,2,56,233, 
48,141,208,2,230,134,6 
BL ZBO DATA 76,89,112,173,134,6,240,248,1 
62,8,94,163,113,126,162,113,232,232,16 
,246,173,200,2,24,105,48 
tH 290 DATA 141,208,2,206,134,6,76,89,112 
,173*130,6,240,09,173,136,6,240,6,206, 
136,6,76,159,113,173 

NP 300 DATA 128,6,240,32,173,132,6,56,237 
,142,6,141,132,6,176,3,206,133,8,238,1 
29,6,173,129,6,205 

VO 310 DATA 144,6,200,35,208,128,6,76,147 
,113,173,132,6,24,109,142,6,141,132,6, 
144,3,238,133,6,206 

5E 328 DATA 129,6,173,129,6,205,143,6,200 
,3,238,128,6,173,132,6,141,0,210,173,1 
33,6,141,2,218,76,95,228 
FH 330 REM MfijMlTja fi] 

H0 340 RE5T0RE 350:F8R K=29O90 TO 29217:R 
EAD DiPDKE M,D:NEIfT N;0CT=3 
DR 358 DATA 152,12,240,14,48,11,8,0,0,0,0 
,e, 0 , 0 ,8,0,244,3,0,0,132, 5 , 0 ,5,166,2 
5U 368 DATA 112,4,04,5,248,2,0,28,0,0,25, 
21,0,0,0,0,192,17,192,23,160,26,8,0,0, 
0 

CJ 370 DATA 120,7,152,5,8,0,76,6,104,3,12 
0,9,80,13,0,0,224,11,208,15,0,0,16,14, 
152,10 

GP 380 DATA 0,10,158,6,0,0,8,7,76,5,8,10, 
240,5,232,7,224,6,52,4,0,0,188,3,0,0 
M5 590 data 204,2,192,4,0,0,38,5,8,0,208, 
18,96,22,0,0,0,0,0,19,48,25,0,0 
UA 400 REM H 


TD 410 
R H: 
VK 420 
VA 430 
AL 440 
AN 450 
UF 460 
FH 470 
AT 4B8 
IJZ 490 
IF 500 
18 510 
LG 528 
OA 530 


IF DIST> = 160 AMD DI5T<iil75 THEM FO 
:20756 TO 28760!POKE K,234:HEKT R 
REM 

POKE 1670,OCT 
POKE 1675,DIST 
POKE 1676,WAIT 
POKE 1677,AMP 
POKE 1676,5TEP 
POKE 1679 12e^AMP 
POKE i6O0,lZ6+AnP 
POKE 712,2 
POKE 732,0 
M=U5R€206727 
END 
















> You are hopelessly lost in this Adven¬ 
ture, no one knows where you are^ least 
of all you. What now? 

> PANIC 

> That will not help you, the authors of 
this Adventure want to make you a 
qiiivering wreck 

> HELP 

> O.K. just this once. Try reading John 
Barnsley’s article In PAGE 6 


I t is surprising how many people try to solve on adventure 
without taking notes and I bet that there are thousands who 
hove given up on all sorts of adventures. The only way to 
become q competent adventurer is through experience but there 
are ways In which you can help yourself and 1 hope to show you 
one way in which you can come closer to solving almost any 
adventure. Advanced players will already have worked out their 
own system of mapping but for the Beginner or Intermediate 
level player here are some tips that will help you get through 
almost any adventure^ providing you can solve the puzzles!! 

It is essential to maintain a clear record of your progress in a 
tidy and readily accessible manner, what you need to do is 
develop o system that will be flexible enough to cater for most of 
the adventures you may come across. J have used a simple 
system of A4 sheets over the years that has served me well. This 
'system' allows for the clear recording of: 

EXACT LOCATION with brief description 

OB|ECTS FOUND 
CHARACTERS ENCOUNTERED 
AVAILABLE EXITS FROM EACH LOCATION 
XONOITIONAL' EXITS 
COMPASS HEADING 
SHEET NUMBERING 
RANDOM ELEMENTS 
BASIC MAZES 
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WeTl look at each of these items in turn but first let's take o look 
ot the mopping sheets. The simple and Inexpensive system I use 
will be described in more detail shortly but firstly it should be 
oppreciated that very few adventure programs give a hint to the 
player us to the number of locations to be found. Whilst It is 
reasonable to expect that o Level 9 adventure will offer in excess 
of 190 locations, the majority of games fall within the 75-125 
location range. Many adventures have very few locations with 
many more problems, but this by no means implies that the 
larger adventure is short of puzzles! Experience will tell you what 
to expect from a particular software house or writer. 

To help you in forming an effective map system I have designed 
a basic A4-slze sheet - of TWO designs - which will provide for 
the vast majority of your needs during the course of the game, 
with most of your "education' recorded on a single sheet!! The 
two basic sheets are in verticol and horizontal format, as depic¬ 
ted in Figures 1 and 2. SufTicient space should be allowed around 
the perimeter of each sheet to provide for the insertion of odjoin- 
ing sheet markers. It is advisable to carefully draw one copy of 
each of your two MASTER sheets and photocopy a supply for 
actual use which works out ot about four pounds per hundred 
sheets on average, based on current charges. 

Each working sheet should be uniquely numbered or lettered for 
identification during play. It is difficult to advise on the insertion 
of your FIRST location but a general rule is to commence as near 
us possible to the centre of a horizontal unused sheet. This can 
be adjusted as the layout of your adventure map becomes 
cleater. 
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Figure 2 















S YOUR 
/ENTURE 


JOHN R. BARNSLEY 
LETS YOU IN ON SOME 
OF THE SECRETS OF A 
LIFETIME'S ADVENTURING 


GETTING STARTED 

Right, let's assume that you hove your sheets druwn out ond 
photocopied and ore ready to play. Boot up you favourite adven¬ 
ture and reod on. 


EXACT LOCATION 


Insert in each box a brief tiUe of each kittation you visit. In some 
adventures the first few locations moy all seem alike btit in the 
main all descriptions differ slightly, e.g. Rocky Plain, Rock Strewn 
Plain, etc. - be coreful] Desert, forest, jungle and cove-tunnel 
locations are sometimes deliberately included in the form of a 
nia;fe to confuse you, ond wiil thus hove the same location 
descriptions - or will they? You should reod the text description of 
your current location very carefully os there may be a subtle 
difference in the wording which is easily missed by a cursory 
glance, e.g, Twisty Little Passage, Twisting Little Passage. Basic 
maze mapping wiii be covered more fully later, so don't dwell on 
it at this stage. 


OBJECTS FOUND 

Carefully note in each location box ony porticular objects 
found. EneJose these items in brockets so os not to get confused 
with the locotion description when you come to study your map 
again some time later. Try not to fill the box with useless items - 
include ONLY those which are likely to serve o purpose in your 
guest, unless of course it helps you to differentiate between 
similar location descriptions! Examination of some objects may 
give a clue as to their future use or otherwise. Naturally, with 
mony adventures, some objects do not monifest themselves until 
you carry out a poiticulor task beforehand. An example of this is 
a knife hidden in a drawer, or BEHIND it! In these coses it mtiy 
he to your advantage to uLso note the drawer (or toble/cupboord 
containing the drawer) to enable you to remember that there is 
something hidden in THAT porticulor location. 

CHARACTERS ENCOUNTERED 


Note the iocation of EVERY character ihot you come across - 
alive or dead! - os even dead characters may hove o use, e.g, 
they may be weoring special clothing, concealing an object(s), o 
food source for monsteits/plonls, etc. Bear in mind that SOME 
characters are there to kill you or otherwi.se impede your prog¬ 
ress, so try to avoid the nasty ones if at all possible * sometimes 
you are allowed just ONE move to run awoyt TALKING may help 


but don't bank on iti! 

Be prepared for random appearances - SAVE GAME often - these 
usually occur within o set area of your adventure so mark the 
boxes within that area with o small asterisk and odd o brief note 
of the situation on your mop sheet. There is u.suully a way 
around these characters but you need to find the necessary items 
or learn spells/words to overcome them. Avoiding them tempor¬ 
arily gives you lime to search ond think! 

coahnt/ed 



Figure 3 



Figure 4 
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MAPPING continued 


RANDOM ELEMENTS 


AVAILABLE EXITS 


Indicciie EVtRV possible exit from eoch location: NORTH - 
SOUTH - EAST - WEST - NORTHWEST - NORTHEAST - SOUTH- 
WEST - SOUTHEAST - IN - OUT - UP and DOWN qs shown in 
Figure 3. After entering a directional command, try moving in 
the OPPOSITE direction to ensure that you return to the previous 
location - if you don't however, carefully note where this move 
takes you. It may be the start of o maze (see Maze mapping 
notes) or simply that you only appear to move whereas you 
really stay put in your original location - the 'O.K ' response 
from the progrom doesn't help you in this respectE Check the 
location description carefully and also the exit options and if this 
is so then mork it as at 'A' in Figure 3, A number of adventures 
have deliberote ONE-WAV routes so be careful! You should also 
be aware of the inescapoble dead-end trap - again, SAVE your 
game often’! 

If you reach the edge of a sheet be sure to show olso where your 
cunent map Is continued on the next sheet. 


CONDITIONAL COMMANDS 

You may be prevented from progressing in a particulor direction 
until you have satisfied certain pre-conditions such as possessing 
certoin objects, attaining a defined score or performing specific 
tasks beforehand. Of course, the simple oction of not OPENING a 
door may also prevent progress! 1 remember a relatively simple 
problem, when I first started adventuring, which baffled me for 
hours - that of trying to octually move in a direction when all 
that was required was the command 'GO DOOR' or ''GO BUILD* 
ING'... Scott Adams you caught me!! 

A "^conditionar exit should be indicated on your map by a 
broken or dotted line to differentiate between these and 'normal' 
directional exits. You should also show any precise wording 
necessary, e g. 'GO ENTRANCE', BOARD SHIP', etc. Believe me, 
it is qU too easy to miss this important point come next time! 

COMPASS HEADING 

Your master sheets should include a simple compass symbol and 
your locution directions should strictly comply with this. It may 
be necessaryj to economise on space or avoid using a completely 
fresh sheet for just one kxxition, to disobey this rule slightly. In 
this cose always start your directional line correctly and add ihe 
true direction letter, os shown in Figure 4. 

A small problem may arise by using this method, where a 
further location is, to use the example, directly East. You can 
hy-pass the location you hove drawn as shown. To keep things 
tidy always 'break/curve' a route when it crosses the path of 
another, A complex map can be easily conden.sed within a small 
area this way yet still remain clear to the eye. 


SHEET NUMBERING 


simply number (or letter) your map sheets in sequence. Show 
EXACTLY where a map route leaves one sheet and, more impor¬ 
tantly, where it joins onother. If you are taken to a distant part 
of the odventure as you move off the current sheet then indicate 
which sheet you will progress to. Similarly on the 'new' sheet 
show where you tame from .,. oil this is very basic stuff but can 
save hours of fnjslration when you return lo your odventure in a 
few days’! 

Try to keep ah directional routes in o 'true' line, e.g. NORTH as 
in Figure 5, 


Ail the previous map-making comments will apply to opproxi* 
mutely 80% of adventure games, however you will also encoun¬ 
ter, sooner or later, the infamous 'rondom-chance' element' 

A gotxl example of this type of adventure is 'Worm In Paradise' 
(Level 9] which con be extremely confusing, even when you 
believe that you hove mastered the Eden Tronsport System. This 
is because certain elements of this adventure ore randomly 
generoted upon EACH looding!! This gives o different set of 
conditions each time you play, in certain locations of the gome. 


BASIC MAZES 


The best way to cover this ospect of odventure mapping is to use 
what is commonly referred to as 'Stondard Procedure" referred 
tyo in Figures 6 to 11, Bear in mind thot some mozes may be 
randomly generated and ore therefore impossible to mop occu- 
rulely! 

So, what is a MAZE? Essentially it is a group of locations 
incorporated into an adventure in a usually successful ottempt to 
confuse the player's sense of direction and current whereabouts! 
Sometimes you may be lucky and discover that movement in the 
opposite direction to your last move places you exactly where 
you were previously. This typ^' is, therefore, not so much o maze 
os o set of similarly described locotions. 

The true maze places you In a completely different locution 
when you reverse your previous directional command, some* 
times quite a considerable distance from where you thought you 
were! Once you have established where a maze was first encoun¬ 
tered, go through your game once more and SAVE just prior to 
that stoge, taking careful stock of your current inventory. 

The simplest way to successfully and accurately map a standund! 
more Ls to DROP one of your 'corried' (or Vom ) items in each 
location as you progress, collecting them agoin by following your 
new map when you hove completed the maze section of your 
adventure. 

You may only be currying four or five items at this stage but, 
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usually^ this is enough. Be especially careful to RETAIN VOUR 
LAMB 05 it may be dork in there and if it isn't then maybe night 
will foil while you're in there! Also^ ony fragile objects may need 
soine form of 'cushion' before you drop them to prevent occide¬ 
ntal breakage. 

Let U5 assume a hypothetical situation. You ore currying a 
sword, stick, knifej key ond lamp. You are also wearing o cloak. 
The maze consists of a (so far) unknown number of locations. 
When you reach your First maze locution DROP the KEY and 
write the location description in your location box - pencilling in 
the key for now. Indicate ALL the visible exits from this locotion 
(your first maze location should now be as shown in Figure 6). 
Incidentally this 'moze section' of your nnap should be construc¬ 
ted on o SEPARATE sheet of paper to avoid confusion! 

Now, leaving the KEY where it is, move WEST. Oh, great! We're 
lostll Or so it seems. Note the description of this new location and 
we find it to be exactly the some, but without a key. Draw in this 
new location ond note the visible exits. (Your map should now 
conform to Figure ?). Now DROP the STICK and write it down - 
again in pencil - in this new location. You do not need to know 
the exits as this mopping method works either way * we simply 
try to move in every possible direction, indicated or otherwise, 
until successful] 

Assuming that you cannot move West, let's try NORTH. If you 
see a KEY then simply draw your directional line to join the first 
location. For the purpose of this exomple wc see not a key but a 
STICK! You really haven't moved iiut of the location at alii! Show 
this fact, leaving the slick where it is, on your maze map and try 
another exit. (Figure 8), 

Now try NORTHEAST and you find a convenient Clearing. This, 
so fur, is a completely different location description and there is 
no need in this case to drop on item in this location. But, you 
should STILL note all the visible exits. (Figure 9). 

Continue around the maze using the adopted procedure until 
ALL maze locations huve been shown ond ALL possible direc¬ 
tions followed. Our hypothetical maze now conforms to Figure 
10. Looks quite complicated doesnT it? But study it closely. It 
really is quite simple! You see, you could have been wandering 
around for quite o while - getting hungry and tired, lump 


running low - yet there are only four 'Lost In Forest' locations!! 

How follow your new mop and collect your dropped items, 
erasing the pencilled notes, and continue with your quest. 

I only wi.sh every mgze .situation was as Simple oi this - 
sometimes it appears more dounting them it uctuoMy isl 
Although not an Atari adventure, the 'MozeOf Sodden Hillocks' 
(Sic!) contained in 'The Shadows Of Mordor' (Melbourne House) 
contains just THREE LOCATIONS!! (Figure 11). You can see that 
the majority of directional commands do not actually take you 
anywhere! As a point of interest this particular maze was map¬ 
ped by adopting the standard procedure, before the necessary 
action was taken to move the logs, whilst the 'dark' maz:es in thi.s 
same adventure were similarly tackled but with the variuus 
permutQticsns of matches and crystal to provide light! 

In the main, mazes are extremely difficult to mop, with other 
factors to contend with, such os: 

(a) Limited number of moves 

(b) Darkness 

(c) Randomly generated directions - remember the Bed* 
quilt in 'Colossal'?! 

(d) Your dropped objects being covered by mi.st or smoke- 
...even washed away!I 

NOW SOLVE YOUR OWN 
ADVENTURESI 

So there you have a personal view on getting to grips with 
adventure mopping. I would stress that this article is NOT 
intended to teach you all you need ta know about adventure 
mapping, it is merely a collation gf my own personal methods 
and offered as a basis for individual adaptation according to 
needs. Hopefully these methods will help you to reach the end of 
an adventure you may be stuck on. there is nothing better than 
having solved a good hard adventure! 

Finally, remember your adventure map is only as good as the 
next time you need to use it, so compile it with care and 
attention. 
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Split Baud Rates With Any Atari 
RS232 Interface 


by Geoff McHugh 


D id you know that it Ls possible, difsplte what the 'experts' 
soy, to obtain split baud rates on the Atari 850 or 
similar E15232 interface - induding P:R connection? No? 
Neither did I, until very recently. 

It all started when J received a copy of the source code for the 
R5232 handler which I use with my Datatari interface. While 1 
was looking through the listing, it dawned on me that it should 
be possible to get the handler to operate at split rotes {which it 
was not originally intended to do) by using □ few direct POKEs 
fn}m within o terminol program. Since at ihe lime the expert 
opinion was that the 850 interface was totally incapable of split 
baud rates, ! naturally assumed that this would only work with 
the Datatari interface, so I constructed some program patches for 
two versions of the Amodem terminal program (Amodein4 and 
Amodem?), labelled them as being for use with the Dototarl 
interfoce and the RHAND RS232 handler (which I use) and 
uploaded them to my favourite BBS, The ARK- 1 was naturally 
curious us to whether this would work with the 830 interface, so I 
asked the sysop to try it out, and thought no more about it, until 
1 noticed a mes.sage from u fellow user to the sysop claiming that 
the patched program had worked with his P:K Connection (sup¬ 
posedly more-or-less identical to the 850 interface), 

I was, of course, very interested by this, so 1 asked the sysop if he 
would try it with his 850 Interface, Imagine my surprise when 1 
next logged-on to find that my patch was being boiled us the 
greatest discovery in Atari 8-bit communicutionsl Apporently. 
the patch had worked on the 850, and the sysop dames Bast- 
able) was quite understandably excited, I hardly need to tell you 
that I was just as excited as him! The repercussions of this 
discovery should strike far into the world of Atari 8-bit comms, 
almost everyone still thought It was impossible, until shown 
otherwise and, as far os I know, even Atari themselves do not 
know about It, otherwise they surely would have capitalised on 
itl Maybe now the Atari will benefit from a widely ovoilable 
ViewDota compatible terminal program. 

That's the story behind the discovery, so I'll now get down to 
explaining how to obtain split boud rates on your humble Atari 
850 Interface Module! 


Timer Value 

Baud Rate 

2976 

300 Baud 

19661 

45.5 Baud 

17891 

50 Baud 

15727 

56.875 Baud 

11925 

75 Baud 

8128 

110 Boud 

6646 

134.5 Baud 

5958 

150 Band 

2976 

300 Baud 

1484 

600 Baud 

739 

1200 Baud 

490 

1800 Baud 

366 

2400 Baud 

179 

4800 Baud 

86 

9600 Baud 


Table 1 - Timer values for specific baud rotes 


O k, where should I start? I suppose a very basic expluna^ 
tion of what happens in your interface handler is as 
good os any. The handler, basically, sets up the baud 
rates using the POKEY hardware timers, which are stored in the 
Audio Frequency registers ALIDFI - ALPDf4 (locations 5D200, 
$D202, $D204, JD206). 

1 discovered that AUDFl and AUDf2 store the timer value which 
represents the transmitting band rate (i.e. the speed at which 
your Atori sends data out), and that AUDF3 and AUDF4 store the 
timer value which represents the receiving baud rate (i.e, the 
speed at which your Atari reads data in). 

The timer vulues are stored os two^byte integers (I.e. hove a 
value of between 0 and 63535) and the values corresponding to 
each baud rate are shown In Table 1. 

Let's take on example. Soy you wanted 1200/75 split baud rates 
to access your favourite Bulletin Board (obviously The ARK!). So, 
your transmission speed is 73 baud, and your receiving speed is 
1200 baud. Look at the table, the timer value corresponding to 
75 baud is 11925, and the timer value corresponding to 1200 
baud is 739. Set your other parameters, parity, translation mode, 
wtjrd length, etc. first and when you use the XIO W36 command 
(or if you are using m/C then when you call CIO with the cmdno 
36) treot the baud value as 0 (300 baud - this Ls simply for 
convenience). After you have entered CONCURRENT I/O mode 
(XIO #40) then POKE (or equivalent, depending on your prog¬ 
ramming longuage) the timer values into the POKEY registers 
AUDFl-4. 

In this example, the addresses and values to be stored ore os 
follows; 

Memary Locution Byte Stored 

53760 ($D200) 149 (S95) 

53762 (SD202) 46 (J2E) 

53764 (JD204) 227 (3E3) 

53766 ($0206) 2 ($02) 

The values cun be explained like this: 

Tx rate: 149 4 (256*49) = 11925 (75 baud) 

Rx rate; 227 + (256*2) = 739 (1200 baud) 

That's about it! lorn quite proud to have discovered this 
seemingly unknown use of the 850 and I hope that it will allow 
all Atari owners into comms to gain o little more enjoyment 
from their favourite Bulletin Board or even Iry others they 
previously thought were inaccessible. 

1 would like to thank some people for their help and inspiration. 
First of all, thanks to lames Bostuble and his Bulletin Board, The 
ARK. If it were not for both lames and The ARK BBS, I would 
never hove made this discovery, for it was from this source that I 
obtained the 3ource listing for the RS232 handler. I would also 
like to thank on ARK user who I know only as NITRAM (or 
Martin), who convinced James to try the patch out on his 850 
interface. Last, but certainly not least, I must thank Page 6 
magazine, who have REALLY supported the Atari 8-biis, when 
others have only pretended. If It were not for Page 6, I would not 
even have found The ARK BBS, which has featured so prominent¬ 
ly in this breakthrough. 

5o temember, even if you ore told something Ls impassible, the 
chances are that it's not as has been demonstrated in PAGE 6 on 
other occossionsl * 
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ppa wlih 2MbyL«a ol i^AM and me cmar wim 4Mbyua. Each veralop haa a IMbyie 
double buted dlak drive iRilH-ln Id IMe CPU untt The MCflA St e do rte? coma with 
tiYgdglglgr tHri|t.wi e<id irtiAl tltenefone be used witti p mrMiilgf Vrilh every MCCA ST 
purphised. wa will aild 1ha 'PioleuionBl Pack soltwBFE |wcirtli £1184-83.] cHialled 


abdvfl, phix llw Sil¬ 
ica ST SiarlA Kit 
iworkh evar E2KI] 
tolti Free DtCtwge 
fielunt ttte coupoit 
Injr 1i.attier delaiH 


2Mb MEGA ST 


wc 
VAT 

*niQn* meni [or = £990 

+ wlgrj r iTiQfi itqr = £1198 


4Mb MEGA ST 

£1199 

4 imono monitor “ £1596 

1 - cqIqut manaTor = £149fl 



DTP Pag eStream £149 


4 VAT 
=£171.35 


CVAioe Pueb)*'"T9 iPTP-i it erte: oi A* lasiei* grginnfl tp^seAiignt lift penKnyi 
Wii*yitrr. Wt ere Dl4fH4 TO tnngiiew n pcMedyl lew com peckige njf ™ Atari 5T 
citad PepcfilrMin Pagii'^bi^m cehIi wily £149 O^T ‘E171.35| and, tMciuag H 
YMorkj tMlh or. Aliri IIHDST and g Eglk«|-d 5P..iaXAJ pnntBf yw> cin b* up UHt 
nirning wtlh ■ cwnplala syalern Iw lea Itian IltXO. :SorTH d Itia leghJiH <rl 
PegeSlfHm ira liiMd la Ihe r-^iL Ik 'you would lAi- hinhar nlcnitBlKW or. Itiir 
frugmw owTipMB WKl wtum Itwonupwi below, bokrtg Itie'D-TP box In ttirco'ref. 


' TEHT-FLDW AROAJtM}. ORAmiCE 
' HaTATlOH OF TTKT « OnAPHIC^ 

■ SLANT OR TWIST ANT OBJECT 

■ POSTEORUnr COklPATlbLi 
' tAfi njHCTMM* 

■ ALITOlAWMAl KEflNING 4 NVIh*BI«4T10N 
' 'OnOUPlMG m CI*J€CT8 


A 

ATARI 



The range ol Atari ST computers offers aomelhmg lor everyone From the ^amas enttiiigiagt 
who wante the challenge of the very best in srcwle action, Iq the buginesiman wlvo wante to 
mfike rinaticial Ipnecajt; or laulllead presentalions The 3T olfetf high quMlty graphics^ 
sound and speed for the gamer, whilat providing a FAil. uier Prienetty end alfordahia aolulion 
Id business Tti# ST 14 now lirmly fi$iabli!Shad In me. home enviT'Onment and txisGts a wr-ullh 
o1 ueara In educalion, local government, lelevisiof*. end a variety <iP different huaiwasea 
Soltwere lor the rfnge $|ret(fv$$ 1o cover applrcflllom as drvBrse as ENTERTAIMMENT. 
ACCOUNTS. ART, COMMUNICATIONS, COMPUTER AI,PED DESIGN, DaTaSaSES, 
DESKTOP PUBLISHING. EDUCATIQN, MUSlC, PROGRAMMING, SPREADSHEETS. WORD 
PROCESSING end more. For a luk list of Ihe soffwarei available, as rtaN ai delails of the ST 
vang^, cdrtipicrid and return Ihe cou^n ibefow. iirpncwcwwn if nf-rviM ^ pxiy £4b£ 


520ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 



The value lor money oHeted by the Atari ST rarkgs i3 ffrliected Ih ll>e Explorer Pagk 
TeatLtnng the S20ST-FM compufer with 512K RAM. The S20ST-FM compuler now 
comes with a borll-in 1 Mb dHlublfi Sided disk drive ftS well as B trm mou9« coniTpller 
find fi tRIklt-m TV mcidtilAtPr. The new S20ST-FM Explorer Pack inolLufet the 520ST- 
FM computer, the eicadfl ganw Flanarama, a lulofiai program and some useful 
desktop BCCe^SOris. in eddilion, if you buy the Expbref Pack Irom Silica, wa will 
give yCwj [he Silita ST Slarler W^h over £209. FREE OF CHARGE. Relunn [he 
etdupon for dele! Is ol our Slartdr Kil and Of tin# [uH ST rangre. 



+VAT= 


+ SM124 mono monitor: £398 


WHY SILICA SHOP? 


Bafoifi you deorti "hen to twy your nw Ann ST 
HKnputflf. vte IU9g«f yew COtiGiclw vary arghilly WHEHE 
you buy It. Than am kAANT comfianias. «tu can otiar 
you B cdhipirter, 4 iBW cerlptiorUt ond wmop ten eebng 
Mies ThatFa/a. FfWER ggaiparwi wtH cm cHaf a wida 
range cF iircidufti lOr ybur OOitibUKi .Ntd frxiKri adiiOB 
and hakp when you naed H. Tiwia « ONLV OfG 
company wtip esn prgviite IfM lirgaxl rangb □( .Alari ST 
rnlalpci pradbeb In lha UK, 4 FUl liaie Atari ST apaCiMal 
Hchnibal kalpfine and In-dapth alter sem auppoh. Ik- 
ludkig Iree pawstptlan. and tHochures delivered ib yeur 
door lor bb lOiig ea you nequir* alter yw punUroa ygur 
compiler. Ttipl one gpmpany q Slica We hava 

been asMUqUied ai tha hunc'canipulai field fix len yaard 
Wlih an winuil tumawar hi BkCeas <dl £3 mlllibri aj4d Cin 
now Clare Ib iTiaal Our cuHiHnan naquyajitaros with an 
KCuTBCv and uodanmandmi] wtmii n. seccod to none 
6Ul (Jam |USl Ipka Vf wpig rgr it Cijmpw* ma relum 
3hn axjpipn bMaa' In cur UMI kHBIura arid begkl n 
mpeflenca na Silica Shofi soHiaiut Atan wnrioe 


$U.iCA STA/fTEa Hfr; WVanh cmir isot. fPtl 
wlih evary Alan ST computei baughi Iruin Silica 
ffliPFESSKMML MCK'.' Fiw busrw TOliwSrp 
with IdaoST-FM *id MEGn STii bouBH hom S*6e 
iIKjDKM,Tn7 XrtVtCmG: J hA-Hnnj Asyi i.rain« 
atart vnOi yairGciraxpai'vinian Aisrl larncing 
mt fVLL STOCK fUmiW' All M v<Hir Alan 
rw^uiiWTwnla fujin bnaplai* 

AfTFIt SALES SUPPOKT: The- itaJI a( SiUca are 
CadicilBC hi help ytci pal the bal line 'yaur ST 
iFiyff Uaiitd direcl lo yaur home 

as soon AS we print 1ham. lAiluMrp angii ax wall 

as. aiiflf Ihe ne* feieasee 

TREE OVERimtfiT XUfTEfir; On bU harOwve 
anhin Miippad wilhm Iba LK nwrbnd 
fflfCe MATCit P/tOAItSE Wr 'Mill malch camp- 
edllartcn a 'uma prodjcl uma price' taan. 
fnte rS&ififCAL MELPIME: Full hnwlnam a1 
Ainri 'twnnical wipans aliiByi at vour aoivna 


FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY $T - RETURN COUPON FOR DETAILS 

ALL PRICES QUOTED INCLUDE FREE UK DELIVERY. 


■iiiMiiiirfrn 

□ 

AN 

ATAR 

ST? 


If you already own an Atari £T computer ajid would ime to be reMlared on ournvalllng Hsl e^an 
ST ywr. let UP know wp will be giaeiied 1o wed you eopw oi our grig* llpt« and newflHMrs 
F'dEE Of CHARGE ai Itipy bpppma avallabaa. Cpn^ptatc 1ha pgupicn and rebum It In our SIdcup 
branch and begin eKpenaiKtlr^ a ipBCiaJIat ST aoniKiia. ihai la aaccind In none. 


To: Silica Shop Ltd, Dept PSIX 0(25&, Ths Mews, Hatbertey Road, Sidcup. Kent, DA14 

PLEASE SEND FREE LITERATURE ON THE ATARI 


SILICA SHOP: 


Mi/liTIns/Ms: 

Address: 


SIDCITP IVLa.iI Order) . 01-309 1111 

r-j TfioMews, Hstfisftey RosiT. Sf<lcLtjp>, Kent, Cmt^i 

OPEhf: KtQiV^SAT 3am - S30pi77 LATE tittiNT.- FRtDAV - 7ptu 


LOINTOOI^ 01-530 4000 

$2 ToUenh^m Court Road. London, W1POBA 
OPEN: MON-SAT S.SOam - g.flCyjiTI LATE mOfiTi NONE 


LOI^mOI^ 01-6S9 1234 &x.t 3914 

Seffridges it at ttoor}, Oxtord Street, Lortdon, WtA tAB 
. OPEN: MON-SAT 9SAY - LATE AfJCJVr- THURSDAY S3 fr] - Bpnt 


Postcode: 


Oq you already own a CDiapuler 
If EO. which DfiB do you Own'^ 


14 4DX"% 

I ST I 



















































































If you hqve been up to Blackpool lately, or other seaside resort, you might recognise 
Heodbongcr. The object of the game is simply to knock down the funny heods os they 
pop up from the croters. You con't keep them down for long though and they'll pop up 
for more ugoin and ogain until your time runs out or your joystick breaks. To get more 

time knock more down. 

To clobber Ck funny head use your joystick to position the club to the right of It with 
the base of the shaft about the same level as the top of the head. Then press the button 
to drop the club head directly on the top of the funny head. If you get Q direct hit the 
head will pop in. If however the club is too low or too close or too for away it will be o 
miss. With a little ptoctice youTl get it right ■ and practice is one thing you will get os 
they pop out and stick their tongues out ot youl 

Came play starts as soon as the game loads. Subsequent gomes ore storted by pressing 
the joystick button. 


by Bill Halsall 









typing it in 


Cassette and disk users should type in Listing 1, SAVE or 
eSAVE Q copy, then RUN the program. The program will 
check each line of duto ond inform you of any errors. 
Correct any errors you may encounter and RUN the program 
again until all errors are ellminoted. When this is done 
answer the cassette/disk questions accordingly to create o 
boot tape or binary disk Qle. 

Cassette users should load the boot tape created by fuiitly 
removing all cartridges and then turning on the computer 
while holding down the START key (XL ond XE owners 
should hold down OPTION as wellj. Press RETURN and the 
tape will load and run outomaticolly. 

Disk users should type in Listing 2 and stive it on the same 
disk as the binary file created by Listing 1. RUN the Listing 
2 program with the disk in the drive and the gome will load 
and run automatically, 

A special note for disk users - if any other programs have 
been used prior to Listing 2 being loaded It is recommended 
thot the computer be turned off ond on again before the 
program is run to ensure that the game isn t corrupted by 
any data left in memory. 


'i'j 





































HEADBANGER 



Dill Halsall 


WO 1 HEM # W* J iM K WW M I I HMH w i | || M M K W i l> f W MJt N MWNJ i 

IH 2 reh # hcaddahger « 

ZC 3 RCH M ft 

UH 4 REM ft Dill Halsall * 

in 5 REM *-- ------* 

KQ b REM » PRfiE 6 naGAZINE - ERGLRNO * 
HU 7 REM ‘IWHDmnifnnii MRMM KKKl I lfM I I M y wW KH I JJHIl 
fiO 3 REH 


AZ 2« REH 

SR 44 RIM I>AT$€10R1 ,HEKC2ZJ eRE^TDRE a^tFO 
H K-6 TO 22iREAR H:HEK<K1=HEHEKT KjPRl 
^ = «rTOTaL = 9;TnAR ft2:? "C^HECKIHG DATA" 
CH 45 LlllE^M 

CL 4b DATA 1J2,1*4,5,fi,7,8,0,0,R, 

B,e,10,11,12,13,14,15 
DH 48 LIME=LIHE+1ET LlHE:RCAD 0AT9iIF LEH 
CRAT$1<>90 THEN 7B 

DL 50 0aTLIPI = PEEK<ia33+PEEKeifl4li«Z56; IF t 
ATLIHOLINE THEM ? "MISSlHG"! CHR^ (2531 
: CHD 

HA B2 FOR JE = i TO 85 STEP Z1 01 = A5C CD0T$ (K, 
Mil -48tDZ = A5CCDAT$CK4 1*H4^111 -40 (8VTE = n 
EK(Dll«10+HEKeD2» 

CR 54 IF PA55 THEM PUT ai,BYTE:REKT KlREO 
A CUKSUn:GOTO 40 

DO 50 TOTAL=TDTAL+aVTC:1F TDTAL>555 THEN 
T0TAL=TDTAL-i00e 

T5 58 HEKT KiREAD CDESRMeXF TOTALOCHK5UM 
THEN 78 
UA 00 Goto 4a 

TO Ot IF PEEKC18S3<>b THEN T "ERROR "iPEC 
K(155}iCHR?C2E3>:EHD 

OH 04 IF PAbO THEH FOR K=1 TO 37:P||T m,0 
iHEKT HfCLR5C ttilEHD 

PF 00 ? "fDlI^C OR CTl APE"tG00U8 8H:XF X.= 
A)CC"D") THEH 78 

RD OD ? "READY CASSETTE AND PRESS RETURN" 
;OP£H ttl,0,128,"Cl"!CDtO 74 
IF 70 7 "READY DISC AND PRESS RETURN*'EGOS 
UB 8D:XF KOlBO THEK 78 
ER 72 OPEN Sl,s*0, "D:HE0DBAHG,0SJ" 

HH 74 RASS=1:L1NC=45eRESTDRC IBDeTRAP 82: 
GOTO 48 

PT 70 ? "BAD DATA*'fCHR$ 12531 E END 
ZH 78 HEM »*»geT hey RaUTIHE«HHt 
ED OR CLOSE ttlsOPEH lil,4,0, "Kl"! CET ni,ic: 
CLOSE ai:RETURN 

YM le# DATA eiDefie2B2B2eO90BOD2FB2A93CeD8 

2D3A8OOBDE7OZa58EA81BBDEDO2O54FA8Z8058 ; 
AA 82805O014BD4C01260080,S8ft 
Hv 101 DATA eBa8480S8B8aaBea8oa800eiB3a4e 
D7Z4C5 38BFFPFFFA554S320080DC:BCe8eDCZZ8 

500081ft3C38528888000D0O,517 
XH 102 DATA B4DE1C3F4B8104BAZ271I06BO2OSB 
8103C3C7ESADDFrE7BDDDDBE7FFFrFFeOOOeoa 
00824240010424224181810, 102 
PA 183 DATA 00810101818101018181818181010 
18181018101818181010100800880800804848 
4O4840402a2OZB282020iei, 272 
RY 104 DATA 01818101202028303018181010880 
00£00048408008282038381010180000800880 
8000088C040082O30101808,357 
LH 185 DATA 0CO4OB0Z0381O100O06BOeO08O0OO 
088 0 0 080 088 oe 0 08 000 080 088 B8F FFF FF 000 08 
88000800880880800808808, 151 
UH 100 DATA 0808801O18787B787S7O7O7O707O7 
07070383080080000080880800800800000888 
Oft02825212422212E27Z53Z,l«0 
GC 107 DATA 083032253333Sa2Z3S34142FZEe83 
42P083820213508D3A3AFD2A01018103032253 
13388223534342F2E0O342F,450 
RK 18B DATA OO382C213922370O22202C2C0e2B2 
lZC332i2C2CeO111510177870C231Z145883A8 
0S8D G 08 0 008 068 588 06 0 08 0,5 2 4 
tIK. 185 DATA 06068686800000008686054101214 
aaA4OA0C6BDBE210DOZDeSD83DBBDC021SDlSD 
OEOOOC66BAA084eD83sC07D,270 
TB 110 DATA AO4O0AOO4Z5A4A8C047O341AAD8B8 
EF018CEe8e6AD0ea61009A8aD84DZBD8SDZC5A 
BDefr5A5ieSD0ie0AD0106F0,571 
HH 111 DATA lACC0l8bADOlO0ia052e8D04D2058 
8B&BSD2CSB8DS85A5i8ODe206AD8ZB6C01DA5A 
EBDe0D2CE8ZO6AD82O01865,668 
CA 117 Data 1SBD84DZC518D808A5086D84D20DB 
5D2ADa5B6r81DA5A6aDe3D2CEO080ADe5861SB 
518BDB2D2C5ieD8O8B500aD,130 
LS 113 DATA FZAA8D03D2ADe3O0FOlCCE8306A5B j 
8ftD08D2A54O0DOlDZADB380DOOAA50B8DB480A I 


5ae8D8OD2AD048eFeaFCEa4,640 
LA 114 DATA e6ADB4e64A8DOiD2D0038D0eD2A5e 
O45C6A5A38De0D2A07ieD8ie24C62E42eA422A 
20eBA5De83C5D8e3DESD8F7 ,120 
UR 115 DATA 0OA2D08A5DO03E5De03FE8D0F768A 
54O8D2F82A53B8D47D48DF48ZAZ0e6D0BCe5D8 
438DDeeE15D4O35E4D0FlBD,363 
TS 116 DATA 3e245De03eE8Ea39D8F5A58Z8DiDD 
0A5ei8DQ4DOODD5DeBD6FO2A5808DOAD2A503B 
D8FD2A58i0D30B2A52iaD31,296 
EH 117 DATA 42A500AA5Dee3A5DCO3AE4D0F7A5e 
4Ze4F73A5O5Z04FZ3A5a67O4F21A581AD00Z0e 
D23A582AO012e6SZ3A5a3A0,214 
hF 110 DATA 822B6023O2eBDD75215DCBO2ESEB0 
5DeF5A43A4D2F0ZA8CEA2ZlA5072D5CE4A5CO8 
DeCD440azeBOCflAD255O43A,254 
LH 115 data 55E13AE4EO85D8FZ6055333A55043 
A55B13A55E4 3D5 5253B555 6305T5A3D 55D13B6 
DO01E4O42e-0B07A0bSeA58O, 554 
FF 120 DATA AA55OeE0EOllD8F58513a514BD46O 
8O51O8D502lfiD5721BD5O7I285422A5D2B5C3A 
5C40SC42BBA23A28O0D0D21,286 
KD 121 DATA 5D3C21E0EO14b0F56BAE06406DOA2 
4OSC5BDaF24O0CAASC33aFD1424O5C5A5C4O5C 
(I8D81DOL07D152485C7SDBO, 553 
Cr 122 DATA D020FD234CE523A4C5A28O0DBeZ15 
5e03CC4E4E030DSF468A5C334E51 Bara 00881C 
55D043DE8CBC818DeF56404 ,556 
AH 123 DATA AeS8DflES28202OZO2e353738251A8 
5FFFeF8F6A5CeDe2DAD0AD2A28ll84ADe85E4E 
084D4F7AD8AD2e5fleO5COA5,108 
AJ 124 DATA l8BD85e6AD0AD7Z507AOA5C055D8B 
eA50F55BQ84CADOED68BDaD2480COO5CDA53ED 
6CCA53Fa5CEA5143aE0C2ftS,86S 
VB ±25 DATA ClAe005D51c;B51CDC4C4C2DOF7A5C 
eieOSCZBSCB S5(; DA 0800570285108 B56S2051C 
DCeC4ClDeF104Z23R526D8Z,532 
FA 128 DATA 5AB2CAAZ88B58045C2F8OCIS5B8F0B 
a3eE5ie5Oe3Z05e24EOE840DOE568D28OB5B8F 
80EA51«34FSfiB5807F0B58S,304 
GH 127 DATA CZ205e74EeE8e8D0E56eO5C8C5C4F 
O80C5BDFO8108ADOaDZZ5O7OAB5BeD8F0A58F5 
SOSAD8ADZZ57FO5285806A5,413 
EU IZD DATA 144D058668A5CFDB77AD7ft82C58FF 
O20C50EFSZ8C5O8reL5C507F8iDC5O5fO1AC50 
DF815C5e5F01SC5e8F81DC5,O2O 
TV 175 DATA aAF0166O783O2G4C66254C3B25Zei 
S204COZZ5ZO4rZ54CO2252866Z54C4F25A0C4E 
8DZFR14E4E040C48EB1DBA6,542 
JZ 134 DATA C7E8E880C70EOOD8e8A6C4E014F41 
8CACA86C48E81D8A0C7CACAB6C74E84DO4OiAOC 
3E032F015CACA46C3A2aeeD, 450 
SU 131 DATA 0Z3C5D803C0DO23D5D083DEBD4F10 
4A0C3E8FAFai5E4E446C3AZFDDD883C5DO23CB 
B843D5D0Z3DCAD4Fi0OA280,572 
CR 132 DATA B5BBF847D06eB5B8faeZDABOEOCOD 
4DeEFA5CeF042C4C860A5CFDei8AD4482DeBB8 
04DD5BFa5CFA54040838660,S41 
UZ 133 DATA A5CFF822C6CFA5CFC547F4234AB01 
7 A A 0 DF 425 SD 004 0A D 86 86 8 DIE DO C5 4 4 D 08 3 28 5 
72228BA230eO40182830403,372 
PP 134 DATA D2OlADOCDe2584FO2AA280O5C33nF 
D2EZ05OlbBD36263aE5C35O13A5C438FD3£205 
840BD46Z638CSC450i34C4E,113 
DD 135 DATA 20CftE8e8D8D80OL53B036ll835BB3C 
03A026aOZ5AB7CA£3543CC47CA44C0C645C44C 
CO4AC54546CA51O0DOO0BA5,754 
AD 136 DATA O45SOBAze3CAFE50Z10DO62lC51AD 
O0FA5I05D5O2iC613C613C013EOe8DeC6eaA5O 
eDA5De4D2E8EO0flDeF8A28e,207 
CA 137 DATA t9D55215D3C21EeE0l4DeF5A5FFBD 1 
C8 2 ADlCeZDRFB AD 0442 DOF8DD84e2F0F 004280 
1227eB223A5ei8DlC02201E,537 
UP 130 DATA Z42e55242eAFZ4ZOC5242O5E7520F 
1247OFlZ42aBB252eCD25ADlC8ZDBFBA013C5i 
4D8D52B7428«CA42«B00080,626 


KB 20 REM LOAD AND RUN ROUTINE FOR 
HEAOeAHGER 

EU 24 OPEN ni,4,0,"D£ HEADBAHC ,OBJ" 

OL 25 POKE 450j7;POKC a52j8;P0KE 853,32!P 
ONE 85E,25S;POI(E 057,255 
TB 28 K = U5R TADR e**hhhSLUED**} , 1&9 
0D 30 CLOSE »1;K=USRC42321 


Listiii 9 1 - Mailt Game 


Listing 2 - Disk Loader 
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The new Atari Games Cen 


It's what every computer games player has been waiting tor. Hundreds of brain¬ 
boiling software titles that’ll push your skill and judgement to the limit. All under one roof. 
When it comes to packing hardware, Rambo's got nothing on us. Everything from the 


























litres have hit town. 


stunning Atari VCS to the mindblowing Atari XE Games System 
So get down to your local Atari Games 
Centre. They're smashing. 


AATARI 


OFFICIAL 

AATARI 
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Chiii Cnmpi^rpr Ihap CrM*"j Pjrt^Hyi 
Mfulti ^'bl^FT^'flllorS] S^frl, DutSitlA^i tdr, 
Ci*t*/vta 

MMnf rtfiff r 

A tS Grir.|Jm\ .llwirh^Tt^r 

U^r 1. d>|Mri ^bui.. ^L.w.i^i^If. 

I*lf .(.r. HHAm Sqwc- SlKW)^ riilh'r'ilirE Sf. OtolWn 

famwi m i 'a W^iif Avjvgipn 5 :|. ^ 44 ;^ 

L.nr*pA#f 

Wi Ppi# Scrtwm Oki 


Ikf A Hbuii". Mt'Tvl' V. 

LMaAroTv <finnjMj.*PE A4. Prwie^ 

Ivr* *t«bbt 130 2A0 lu. arrlm^^ 

rA# HkA^tv briUri. ^ .lirlfnF 

tKtrmcnfi jr IWaffr 

Wortji W?rtiA4>* 

C»mf!iyiity ihm 3S ir, Yixt 


HhA- f miHitrra $ Piv^nr Jnrxk. HyJh 

fourth nfknnf* 

C-lHiifrutrrircirr JIf Plnnlinfl CW*tr H. S^OatMOif 

H»ft WwlWlfri 

CpBrt^^mHhr Sftm ^3 tA^ii^rncyw^^n^ y_ LA^fpiifl^ 

?fl Squw. rif iaw Sfiool .iMbi 
43 FNn-IvSE A'UirWH amiSkFri^pvilTT. Lffife 
H- M- 

dMnitef Hwj. WuckJiirfrriiJ 

M^A^In- I^M- CBwvHJtvnA'MdAwbJU.Orcrr^ JlTVl 

Fyn. A Hkjr 

Tkijij w Wi J.W. J Cv<>MiT (VV Aiprin fFT-bT. 

Cahirtpirltar tjVqfi Fii«i fj*n WfitmHjIf 

MmtqA. n Mhteie gj .Ihf CMn4. MF[ti> CMn, 

SOUTH 

Tiffl 'A'Uslt^. Ctfini^ /hf. PjrcfH/rjy bprtiv 

Scarrwjir.»i* lAHFrr. rhf flpiAnjiai. Hjipirf ftMiftyci 

Cgmtntfm- 

£4 rnithAr. Akn 43 Acjk/^j |tf, 

rAjK £>bi t*u| A uwggi^. AeieftKmtjot' 

Tayt TTiillM Aau'gcj SLxJtrjr^, 

-CcmfWttgfcK# 3f Ukii'rAkmLr. JVnnulh 

AsAhiwit r pfiff wit. Rw gMbrr 

f«rt jjaiiM'jr 

tf^ii . ^ j - Jr tH^I ’ll. ffrTqftfi>> 
ffffH 

bta Cti iriJ. iarftvmh^ 

£aftw.r. nj4c ri A'tn^k^ .^O^hHrfr 

LitHVtV StMHpgig tU0. fatiltKi* 

UiP^E .^irl iituii'u^rn Linin' 

lA^rP. rtimnigHlF C^Frr. 

> Hi Chjvfwrtff^ iCHrttmiJ 

cr«i4wiut.cAcm u™; -S. r^i- i/tipntion mL tiwnsena. 

f^rTrofwqiWP S9 rt¥ir it. ibfptun 
^ rti t ht. LAfribmtnpiAArw^. 
ioAifwM' FVf CM'l TRf-ao^Avwit l*WVk)a(Vi CtrtP.. 
AIQtfltWH 

PfWfbind 

1491 ]*' iff bwigngi Mtq. LCfdcn AS, SBMyMjMi' 
ie>fr4r4f* Hn. Lh-rE ^ fri SA^ ^1 AJjytn) 
r.E E(wi C«r|i«'. iTfiMlMHlt 

a^r 

MnnElb^MrMng^'Wne^inf Moutit. VkijiF ictviii. CtjrtH^ 
MculS# 4f Crimgiur.n Am^rbn-AMrTi L jne. 
itHvMimEE;. ^Jlilcv 

CtlETVMliVE lAtbirr C-tvrEEv n/EtfgA VtlETl IJjpygtpn 
lEiyi -w'm rta *r*Efftrt, UMAra'tr-Aa, C^eEmti 

Utrt VhifT r 4 H]siaEl«r AS, SAigi 

Airtwjg# ihWri tAijrjF, t-f E>flr>i^ it. 

Ji t*gh it. frjiHrwig 

Rffprtf 

Scrt'I^PE S Onrat' St, AiElAmV 
itirtaA 

Anftvnrv FVf 33 St. Wiri*>Pvrt St, AEftrirf) 

SUffTJ E 

Fb|a 'K' CEi llEf. CEHMTh. >J lA^^rng 

amriihjw 

EtnwbrM'fK CotttfiBiEMa Urtir PF.U. utEiv^EEriKi. ioutEE 

liA^I liElW rrMCr^tilriE.. Wntjjk^ 


t-OHDON 

Jg tE'rtiM»Wpst:*3iffloij™. Sarfgirf 
tqvi gr' ui ird. 3s-a>Hi^ tm vuntciwi 

Trtf Ad f3Uf3 

Nh# SmVi SWJ'iJyw. <'’JLHhifT:l 'll 
i/or> hkuifi CwiW 

JoAh%«fV Hm Ai S^¥M( J7 43 iCUth €J[irft^Kvi 

MtOLANDS 

Wp rift M i n ptflgi 

Ibjd T(’Ui lid ftiiwrpdpf At. EnjftnjincnoiE 
yE^tiigrd 

W'-UllEd. rmEn^ni’^ UntF-cvi-ff'ETd 
U MIEn i«ttpr IoAhh^ JEJ JJI Cjr>n«l ASL ‘OUEbHee^ 
CdMn«k 

Hld.r MkMhkIi 

lEl^W'Wild jr pjfe frta. ft-mmWi 
■WfCEgUMbHIOlTAa, OUbui^ 

C'DdVHiiPb.irM so IA^Wvfwi E'inwi. AMwt'ttKEirl. 
bnu-i rDtdbM 

J*r n* 13 Ww« OaS Ai. Bti^-/rOiri rtiidW 
tinkfii nktiMW Hold IiMjrkr\ Wik E.nHprMiy 
lo-EftMiT ftyriT Ii. ftmvrtjtwn 

Hb^wfrt 

ifr^ fompidw tnrfiw M CLjwmAvi St. J.rUTW'gmE' SCJ 

5CQrL>HW 

■ fiEirtWAlfl 

AAlf 7 S-Aciiwtvvt? .MfMrgtffi 

i Waurj nJ 

Ennmm fimiTviidW' Ct^Ej^ ESittriFi drcMEt. iliM41E^ 
jglEdJfl 

CfMfftn 14 LiVB Mh^ ft, Lthtlum 
f.pil.j' t’Dn.putan H(vnr-SL f^ntH^iyi 
«r«itirird> 

At#diA:^^ U f.l|ETAh itpi^^ ^mT7C#4->ErF t IMTlElfTn^ltl^ 
JolEn'k CiHapdiiwn J l^niEwn fl, 

MilFDllfpp 37T PillEudpn Btf. ft ESInnll CbtaOMf 

WALES 

KhiIEe CtiEWflg'EBfciE 

Atjud*u. IVtCEHrfpi il. ft 
'jribLEd HtyFi. JImjiy Mtf. CjiijlEI 
W^Ft CiH.EpJWt 

Fo^ irljli tEd. %T .i/MF. .iwtEij^gvi. gidtnlt^l- 
■ CWTf E 

W FI M'atlim i.J CAt^wfi . d w ’q rrri 



































































































INGRID’ 

and John Sweeney's 
fool enough to take 
her on again! 


liny ptjrt of a 64K inemciry, is obviously 
ratb^r smaller than can l>e achieved with 
a 360K disk! Once you accept these limlld' 
tions however, and ihe occasional frustra^ 
tion they cause, Level 9's parser and voca¬ 
bulary ore more than adequate to provide 
a very enjoyable yame. In facL once you 
acaislom yourself to the limitations, you 
may find less frustration with this kind of 
parser than with some of the supposedly 
clever ones which pretend to understand 
everything you enter - stjmelimes with dis¬ 
astrous results! 

LOTS OF GOODIES 


LEVEL 9's CONTINUING 
ATARI SUPPORT 


In the grand finale (better 
known as Part 3) Ingrid hgs to 
explore Josper's house and 
escape with enough proof of las- 
per's evil ways to prevent any 
further nastiness on his port. 
This time Ingrid gets help from 
her cousin Doisy, unfortunately 
she is not as bright os she might 
be and you are probably better 
off with the dog! 


I ngrid's Back is a text adventure 
(with excellent pictures on the ST) in 
which you play the part of a rather 
accident-prone Gnome known, os Ingrid 
tJottomlow, who will be no stronger to 


those of you who have played Gnome 
Rongerl The adventure is in the standard 
Level 9 format - yon enter your commonds 
in English through the keyboard telling 
the computer whot you want Ingrid to 
attempt, and the screen displays lots of' 
text telling you whot happened. 

To be slightly more accurate, Ingrid's 
Back is actually THREE text adventures. 
They oil take place in her village of Liitle 
Moaning, ond follow on from one another 
to make a single story. Each can be ployed 
independently (and, more important if 
you are cassette-based, can be loaded inde¬ 
pendently!) which is very useful if you 
happen to be stuck in one part of the 
game, 

The plot involves jasper Quickbuck, the 
money-grabbing lord of Ridley's Manor, 
and his plans to steam roll the gnome-belt 


In creoting a game of this nature, one of 
the first decisions which the developers 
need to make Is: what is their prime target 
environment? Many companies are now 
targetting on the 16 bit machines and if 
they bother to pnjduce on 8-bit version at 
all It may only be on disk and may be so 
degraded (e.g. response time) that It is 
unplayoble. Naturally wc all want prog¬ 
ress, ond those who con afford the new 
machines certainly deserve to get bigger 
and better games - it will be even better 
when the majority of the developers 
actually work out how to USE these new 
facilities! but there are lots of people out 
there with S-bit machines, ond there is still 
Q lot of potential in those machines. 
Level 9 hove staunchly continued to sup¬ 
port the 8-bil cassette systems while using 
every technique at their disposol to 


As well as the standard features, Level ? 
have also implemented lots tjf goodies, 
even on the S-bit machines, to make the 
gome more fun to ploy: UNDO takes you 
back u step if you did something catas¬ 
trophic; RAM SAVE allows you to save in 
memory - a boon for cassette users; EXITS 
ON causes all uccessible exits to be dis¬ 
played at each locution; RUN TO xxxx 
lokes you to remote locations at high 
speed; and so on. 

Ingrid's Buck is great fun to play, there 
are plenty of places you can get to easily 
ond humour at every turn, not just in the 
descriptions of the gnomes and the loco- 
llons but also in the antics of the charac¬ 
ters as they cany on their own little lives 
around you. Little things like the aniasirg 
responses you get when you ring all the 


village for on estate of yuppie homes. In 
Port 1 Ingrid, aided ond abetted by her 
trusty dog Flopsy, has to Find and persuade 
all of the locals to sign a petition against 
the planned eviction. Despite her success 
at this, jasper continues with his steam- 
rolling ond Fort 2 starts with a superb 
tribute lo/porody of the opening steam¬ 
roller sequence of the Hitch-Hiker's Guide 
to the Galaxy, complete with a hangover 
and flying bricks (turnip-s in this cose!), 
Once you succeed in .stopping the steam¬ 
roller you will find yourself being chased 
by seven trolls, Fortunately Level 9 have 
been kind enough to provide you with 
eight traps, so you don't actually hove to 
solve all the pui^i^les to finish the game. 


achieve a sophistication 
which not long ago would 
hove been deemed impossible 
on such 0 machine. The 
breaking down of each game 
into three parts may seem a 
little artificial at times, but It 
frees up memory which en¬ 
ables Level 9 to provide far 
superior games. The porser 
(the bit thot tries to work out 
the meaning of your requests 
- idiotic as they may be!) iso 
little limited compared to 
what tan be achieved on o 
512K 16-bit machine, and the 
vocabulary, squeezed into a 
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Graphics with the SJ - S bit version is text only 
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numbers in Jasper filofax show the care 
and alterition to detail which Level 9 have 
put InlQ the storyline. Unfortunately that 
care does not always seem to extend to the 
program itself, on a number of occasions 
I tried something straightforward (e.g. 
CLIMB LADDER or FLOPSY.GO NORTH) 
and it was rejected or misinterpreted, but 
when 1 reloaded the game and tried again 
it worked! Maybe I played for uxi long at 
one sitting? And 1 wasted a good half hour 
asking gnomes to sign my petition when 
in fact all you have to do is show it to 
them. 

I And sequences like the following ex¬ 
tremely frustrating 
> ZILCH, SIGN THE rETITION 
Zilch says he is for too busy to do that. > 
SHOW PETITION TO ZILCH 
Zilch gladly signs your petition. 

NOT SO CHALLENGING? 

Ingrid's Back seemed 1«^ of a challenge 
than some of Level 9's earlier adventures; 
it was more like playing through a story 
' as long as you explore everywhere, ex¬ 
amine everything ond make notes of all 
the dues there don't seem to be all that 
many real challenges. Still with three 
separate games covering over 140 lota* 
tions you will find plenty to do and a 
number of the problems really are excel¬ 
lent. It is nicely packaged^ complete with 
the old 'L9' pattern oil round the box now 
that Level 9 are doing their own distribu¬ 
tion again, iricluding another twenty 
pages of humour in the form of Ingrid's 
diary - The Second Gnettlefield |oumal. If 
you can stand all the puns you will defi* 
nitely get many hours worth of enjoyment. 
The extra money on the ST gels you 
pictures (mono or colour) to complement 
the story, recall and editing of previous 
commands, multiple UNDOs, optional lar¬ 
ger text (for TV users) and lots of extra 
text, most of it hilarious. 


INGRID'S BACK 

LEVEL 9 

ST £19.95 (with pictures) 

XL/XE £14.95 (Cassette or Disk 
- text only) 


LANCELOT 

John R. Barnsley takes a look at the new 
adventure from Level 9 available 
on both ST and XL/XE machines 

L ancelot is, os you would probably expect, closely based upon arid around 
thot most famous of the AithuriQn Knights from the legends of the 
classic book - "Mort D'Arthur'. The language and style of the odventure 
has been cleverly adapted to suit the latterduy 20lh century, and certain 
elements of the game itself have been "created' (made up!). Thankfully, these 
elements are few with only slight changes made frorn the original legend, such 
as the initial meeting with King Arthur, Guinevere's plight on the stake and 
how to kill GarloHj the invisible Knight. 

I would think changes to the original story have been made to ensure initial 
involvement in the game, to avoid repetitiveness ond to make a decent puzzle 
out of scenarios that could otherwise have been somewhat boring when imple¬ 
mented in an adventure! Having said that, it does adhere very closely to the 
legend - and it's a refreshing change to view events from Lancelot's point of 
view instead of Arthur's or Merlin's, [.oncelot leads a fuller and more active life 
than some of the purer, more virtuous knights!! 

The adventure is divided Into three parts - 'CAMELOT', 'LOGRIS' and THE 
QUEST FOR THE HOLY GRAIL'. As you would exjject. Part One is set in and 
around Camelot, while Part Two ts set further afield and involves the rescue 
of Knights - with more multi-player aspects. Port Three is the familiar Quest 
for that Grail! The ployer can start directly with the Grail quest but to enter 
Part Two you need to walk around and explore for a white. 

Pu^zles ond problems ore scattered foiriy evenly ond ore very imoginative in 
some places. The gameplay of 'Lancelot" can best be described as 'very active' 
and takes place over a large map area, here the use of the now standard GO 
TO/RUTSf TO command will prove invaluable ond speeds up the gome consider¬ 
ably. Another couple of use^l "standard' features of Level 9 gomes now ore the j 
OOPS and RAMSAVE commands - well used, I can tell you!! 

Whilst the XL/XE version ts text only, the ST has added grophics. These ore 
a strange mixture - from colourful and pretty to a couple of areas where the 
pictures seem a bit amateurish - perhaps that's not entirely fair □ description, 
but it DOES seem that some graphics hove been produced by different artists! 
However, as with all Level 9 masterpieces, it's the text that counts and in this 
pofticulor case, we're In for a treot! The language takes you back to the days 
of yore, and atmosphere oozes from the screen! The text has been well adapted 
from the ^original book ond, on an ST, can be changed to □ larger type-face 
for players who need it - reading through the playing guide informs you that 
this 'text change' feature can also be applied to the earlier two adventures: 
Knight Ore and Gnome Ranger, so that's on added bonus! 

The number of non-ployer characters Is moderate, but they are controlled - 
unlike the likes of those infuriating characters in Knight Ore! Each character 
has it's own task and is blessed with reasonable intelligence. 

The paperwork accompanying the game, offers the usuol availability of the 
Level 9 Cluesheet - provided you append the little coupon to your SAE. The 
really BIG tHinus with 'Lancelot' has to be the opportunity for purchasers to to 
take part in a national search for a real HOLY GRAIL - in SOLID SILVER - and 
valued at FIVE THOUSANDS POUNDS!!! The adventure is used as a basis for the i 
clues offered in the real quest and full details are Included in the packaging 
together with an ancient map of England and France. 

If you haven't bought 'Lancelot' yet, go and do so - NOW!! 

LANCELOT - Mandarin/Level 9 
Available for ST ond XL/XE 
ST with graphics £19.95 
XL/XE text only £14.95 

Version reviewed - ST 
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creates a 
new art 
form 


some of the time but generuJIy at^ding 
emotion ond otmcrtphere to the visupb^ 

I guess it sometimes comes into the 
category of 'music that was not music' 
mentioned earlier, here designed to fit 
the moods or actions of the storyline. It 
uses non-musical electronic sounds to 
suggest things like the bone-chilling 
cold of the Ice Plonet or the mysticol, 
alien nature of the froctal forests on the 
planet Inti, The first half is more melo¬ 
dic than the second, using swirls of 
synthesised orchestral textures ond 
choirs singing wordlessly above an insis¬ 
tent rhythmical backing. It's not the 
sort of music that bums itself Into the 
memory at first heoring, but it does 
grow on you the more it^s heard. The 
soundtrack is available separately on 
CDj vinyl disk, cassette, and DAT tape, 
but I can't help feeling it would lose 
something without the visuals. It's aes¬ 
thetic synergism at work, 1 guess. 

The graphics, too, require several view¬ 
ings to appreciate fully. They range 
from the 'reality' of digitised pictures 
(llamas, sheep, etc!) through 'realistic 
fontasy ' of moving starfields ond, the 
spocecrafl's status display, through the 
pure fantasy of the strange fractal trees 
of Inti and even stranger rotating ice 
structures on the Ice Planet, to the storl- 
lingly complex and colourful purely ab¬ 
stract patterns of the galactic core. 

There are touches of Minteresque 
humour too, often through the use of 
text overlaid on other graphics. 

This video Is a superb demonstration of 
Trip-A-Tron's capabilities. Don't think 
you con easily produce identical results, 
though. Jeff used four MIDI linked Mega 
ST'S, with their combined graphics out¬ 
put going through an expensive video 
mixer to achieve some of the effects. He 
also spent a smoll fortune in video stu¬ 
dio time to produce the quolity of re¬ 
cording he required. Even so, 1 found 
parts of the display, particularly text, 
difficult to see clearly. 

Tve watched the video several times 
now, ond like it more with each view¬ 
ing. Overall, it mokes a refreshing 
change to the usual TV/video fare and 
Jeff ond Adrian are to be congratulated 
on taking this first step into what could 
become o new art form. • 


reviewed by 
lohti S Davison 


by androids impervious to its 
hypnotic pcjwers. Meruk is the 
super-android created to lend 
that expedition. The incredibly 
complex neural net from 
which his (her?) brain was con¬ 
structed has spontaneously be¬ 
come sentient, giving every im¬ 
pression ihot Merak is alive 
and has a 'soul'. 

The video presents the story 
mainly in abstract terms, both 
visually and aurally, and it^s 
not always eosy to determine 
what's Qctuolly happening 
from whot your eyes and ears 
tell you. In many ways it^s a bit like 
watching a modern ballet. Knowledge of 
the storyline estoblishes the context, and 
allows you to better interpret what you 
see and hear. It's essential you read the 
scenario notes that come with the video, 
otherwise you'll have few clues as to 
what it's all about. 

There's not spoce heme to give a detailed 
description of everything so a brief over¬ 
view will have to do. Anyway^ just how 
do you describe something which is 
essentially abstract in nature? It all be¬ 
comes very subjective and wide open to 
personal opinion. 

The first half of the work, running for 
about 25 minutes, covers the period 
from the start of the mission through to 
Merak's demise. It consists of six 
'tracks', representing major events in 
the life of the mission. They cover initial 
launch; the journey through hyperspace 
lo the galactic core; the visit to the near¬ 
by planet Inti (populated by Jeff's 
favourite beasts, of course); escape into 
space and the subsequent encounter 
with the oUen spoce fleet; the drift 
through deep space; and the final land¬ 
ing of the dying ship on the Ice Planet. 
The second, of similar duration, brings 
revelation of the real nature of the 
galactic core and whot subsequently be- 
comes of Merak's soul. 

1 found the music rather like film 


The Video 


MERAK 
Music Suite/Llamasoft 
£ 12.95 


N ow for something completely 
different! This isn't a compu¬ 
ter game, it's a video. So 
what's it doing in this maga¬ 
zine, you ask? Well, it consists entirely 
of computer graphics generated by Trip- 
A-Tron. Jeff Minter's latest light synth¬ 
esiser software (reviewed elsewhere in 
this issue) but unlike Trip-a-Tron it con 
be enjoyed by everyone whatever system 
they hove. The spectacular graphics ore 
feff's own visual interpretation of 
Adrian Wagner's music, which Itself wgs 
produced electronicolly using a bunch 
of synthesisers. 

It tells the story of Merok, u 'trans- 
sentient' android who's been given the 
unenviable task of protecting the 
strange region at the centre of the 
galaxy from alien attack. The galactic 
core has been found to consist of a huge 
nebulous cloud of meta-matter which 
radiates energy in all known forms and 
frequencies. To human senses it's per¬ 
ceived as a pulsating, iridescent vortex 
of pure colour, from which it's been 
nicknamed 'Colourspace'. Now where 
have I heard that before? The radiation 
can also be heard - in a form described 
as ^music that was not music'. 

Humans go mad after experiencing the 
bizarre effects of Colourspace, so the 
only way to protect the core Is to send in 
a massively armed ship crewed 
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CONTACT 


FOR SALE I 

XL SYSTEM: gOOXL Tlttefl wilh 

ZS6k Control Cord, XOS 

SOcolumrir Supermon Rjev. 2, Revi¬ 
sion A OSr 1029 printer, 410 coswt- 
te, 1050 disk drive with 05 Doubler 
end Happy, Atari Asseitibier Editor 
cortridye, Monkej' Wrench, ^ame 
cartridges, cassettes, lOO disks In 
boK, £200. Phone 0443 438169 

DISK DRlVLji; Two BIO disk drives. 
WO each o n.o. Atari 850 interface, 
WO O n.o. AJI in cxcelienl condition, 
complele with manuals. Tel. 0635 
37516 

ANTIC ON m^K: Various issues, 
£1.50 each. Send you nome and 
address to M. Ro^rs, 6, Mount 
Pteusanl, Wellington, Someniet, 

TA21 8DA for full list. Also Prestel 
adaptor for XUXE plugs into the 
eKfJunsion socket, £20 with leud for 
modejn. 

XI. SYSTEM: SOOXL with XC12 re¬ 
corder, 1050 disk drive, joyshek. 
games ond manuals. £185. Tel. 01 
289 5199 after 5 pm. Excellent con¬ 
dition 

TWO COMPUTERS: BOO and 

SOOXL computeri, 1050 disk drive, 
410 progiom recorder, books, maga¬ 
zines, cartridges, disks, co-ssettes. 
£395. Wll] spin, Tel, 0296 668508 

XL SVSTEM: SOOXL, 1050 Happy 
disk drive, hundreds of games. Cosl 
over £500, seit for £2EK], Phone 0909 
566863 

65XE SYSTEM: 65XE with 1050 
disk drive plus XCl 2 cassette, 
various books, disks and cassettes. 
Buyer collects. £200. Tel. 0704 
S93465 (Lancashire') after 6 pm. 

XL WITH MONITOR: 80OXL, 

TWO 1050 disk drives, green screen 
monilor. Touch Tablet, joystick, 
printer interface, various software. 
£300. Tel. 04022 26472 

65XE SYSTEM: 65XE, 1010 i^cW^ 
der, mogazines, three joysticks, 

£300 worth of software, tlSOo.n.o. 
Tel. 0252 2567B, evenings 

520STrM: 520STFM Summer Pack, 
mouse, joystick, hlonk disks, joystick 
£400 worth of software, new, boxed, 
hardly used. £300. Phone Ci698 
64320 

XL SYSTEM: 80OXL still boxed, 
lOlO cassette, may«, £250 worth of 
softwore, joystick. £130 n.n.o, TeL 
0606 B4 .3.366, evenings 

130XE SYSTEM: 130XE, 1050 disk 
drive, original softwaie. £150. Tel. 
0325 465609 

XL SYSTEM: SOOXL. 1050 disk 
drive, excellent condition, 1010 
needs adoptor, many games and 
Ulilities, lockable disk case, manuals 
and most of last 3 years Atari 
User's. £250 a,n,o. Tel, 0293 775698 

MEMORY UPGRADE: 256k mem¬ 
ory upgrade forBOOXL. RAM chips, 
decoder, instruction*. £50, Tel 0423 
8789533 


DISK DRIVE; 1050 disk drive and 
packaging in excellent: condition 
with over £400 wc>rth of software 
and over £100 worth of utilities, in¬ 
cluding DOS 2/3 and Tronsdisk. 

Will accept £170- Phone 01 592 
6725 

XL SYSTEM: BOOXL, 1050 disk 
drive with Happy chip, 1010 recor¬ 
der, 1020 printer. Touch Tablet, 
joysticks plus books, lots of software, 
oil for £300. Phone Peter 01 749 
4199 

130XE SYSTEM: 130XE and 1050 
disk drive, joystick, scOware, £120 
MAC65 Assembler carl ridge and 
manual, £25. Technical Reference 
Notes, Mapping The Atari, First 
Book of Graphics, 130X,E Machine 
Language for the Beginner, £6 each. 
All items ofsen to negotiation! 

Phone 0789 294853" 

400/800 SYSTEMS: 48k 400 with 
1010 recorder, joyslick, some tapes 
£45. 4&k 000 with 410 recorder, 
joystick, some tapes £65. Tel. Histon 
022023 40.57 

XL SYSTEM: SOOXL computer, 

1050disk drive, lOlOcossede unit, 
Alphocom B1 printer, touch tablet, 

3 joysticks complete sei Atari User 
roaguzines, books, manuals, £300 
worth of software. All items In v.g.c. 
Need quick sale. Only £150, Call 
Chris Sneddon on (0333) 330 336 

388h SYSTEM: 800 with 288k 
Ram, 1050 disk drive with Hapf'y 
and Doubler, Rev. C Basic and soft¬ 
ware. £240o.n.o. Tel. 0865 66426 
after 7 pm. 

PRINTERS; 1020 Pri nter/Plot ter 
ond puper. £50 plus joystick sketch 
twd, £2. 1010 tape recorder. £40. 
1029 dc3t matrix printer and du.st 
cover. Vorious items of software. 

Mrs 5, Oliver. Tel. 0406 26150 

MAGAZINES: PAGE 6 issues 7 to 30 
in binders, £13. Atari User issues 1 
ta 36 in binders, £20. Mapping The 
Atari (un revised) and Computer 
Antmahon Primer, £5 euth. PAGE 6 
disks, blank disks, disk box, disk 
notch er, Basic Tutor pack and 70 
origlrtai games on tape and disk. 
Phone Sieve on 01 907 6394 (Har¬ 
row) after 6 pm. Buyer must collect. 

BOOKS AND MAGS; Computers 
lit Book of Atari, 400/800 Reference 
manual, £3.00 each, post free. 
ANALOG nos. 7 tu 32 plus some 
ANTICs, £1.50 each filys jHwtoge 
Atari User Vol. 1 to 4 only 50p each 
plus postage. Blank und used disks 
from my ex-800XL plus disk box. 

Tel. 0423 879533 ofter 6 pm/ 

weekends 

BITS AND PIECES; 410 program 
recorder, original box £10 post free. 
Ultimon XL, on board OS chip to 
monitor/debug machine code, etc. 
£10. Tri pier enables you to plug in 
ap to four OS or BO colum n chips 
and switch belween them, £7,50. 
Modem {V21, V22) 300 and 1200 
houd, full und half duplex, £75, 
Datatari inierface with software, 

£30 or both for £100- lei, 0423 
879533 ufter6 pm/weekends 


XL SYSTEM: SOOXL, 10-50, lOlO, 
lockuble disk box plus loads of 
games including Nfini Office II and 
Star Raiders- Over 50 mags. £350 
o.n.o. Tel. 0702 544924, evenings 

800 SYSTEM; 800 Computer, 1050 
disk drive, 1029 printer whh new 
ribbun und paper, 200 disks (many 
games), 3 disk boxes, books and lots 
of magazines. £300. Phone 0375 
857329 

130XE SYSTEM: 130XE with 1050 
disk drive, XCll rape, |VC TM-90 
PSN (triple stundurd) monitor. 

Touch Tablet, Wico joystick, £300 
worth of software, magazines, 
books, new condition, £400, may 
split. Tel. 0883 46748 

GAMES CONSOLE: Boxed new 
slyle 2600 console with power pock, 
TV lead, joyslick and 14 cartridgies, 
alJ in very good condition, £65 or 
swup for old or new style Commod¬ 
ore 64 (4 WHAJ7] with P5U, TV lead, 
data recorder and games. Must be 
boxed and in very good condition. 
Phone 0422 575539, evenings only 
please 

XL SYSTEM: 800X1. wilh 1050 disk 
drive, software, joystick und manu¬ 
als, £150 0.0.0. Tel. lahn on 0638 
662435exE 131 

XE SYSTEM: 130XE, 1050 with US 
Doubter, SporioDos Coosi ruction 
-Sel. Blockthom Printer Interface, 
Ferguson.TX with Atari lead, Epson 
LXBO printer, load.sa mugs, Cum- 
pute!, PAGE 6, Atari User, De Re 
Atari etc. All manuals, £450. R. 
Stephenson. TeL 0772 633593 


WANTED I 


TRINTER: LX86 Or Panasonic KXP 
1081 wanted, also Centronics inter¬ 
face for the XL und Transdisk tV. 
Contact Mrs Toy lor on 061 370 
4717 

INTERFACE: 850 interface, P;R: 
Connection or similar RS232 inter¬ 
face, must be cheap. Also Instruc- 
llon manual for PACE NIGHTIN¬ 
GALE modem or any info please. 
Call George on (0925) 601290 

DISK DRIVE; 1050 disk drive wan¬ 
ted. Tel. Garstong 09952 5490 

DISK DRIVF/PRINTER: 1050disk 
drive in running order wanted. 
Epsan or compatible dot motrlx 
printer with interface cable. Will 
collect if within reasonable distance. 
Ring kevin on Oxford (0865) 

711091 


DISK DRIVE: 1050 disk drive wan¬ 
ted, reasonable price paid. Tel. 0206 
211769 

DISK DRIVE; 1050 or Xr551 disk 
drive wanted, Reasonable price. Tel. 
01 653 7702 

DRIVE MOTOR: Does anyone 
have a dead I050 disk drive with a 
good drive motor as mine is on its 
way out. Ring Mike on Godalmlng 
(04S68J 24175 

BOOK WANTED; Assembly Lan¬ 
guage Progrommlng For Atari Com¬ 
puters by Mark Chusin, published 
by Bytc/McGraw-llill, Phone 0506 
413773, weekends 


PEN PALS/HELP I 


LDKKINC HORROR: I am having 
trouble passing Ihe professor In an 
effort to enter the lab In Lurking 
Horror for the 5T. Whot Is sLgnifi- 
cont aboul fhe huge mass in the 
smoil courtyard? How do you keep 
the human hand frcjm being nicked 
by the creoture on the skyscraper 
roof and what do you du when 
you've made a hole in the brick 
wall? I can offer help with Milchhik- 
er, iiorks I and II, Sorceror, Deadline 
and Witness in exchange. Chris 
Johnson, 26, Henderson Street, 
North Rockhampton, Australlo, 
QLD4701 

STOURBRIDGE USER GROUP: 1 

want |o start u user group in the 
Stourbridge area and would wel¬ 
come any help or advice. There are 
several people in the OiYO who are 
willing to help but we need advice. 
L.R. loylorf 99, Brednn ftoad, Stour¬ 
bridge, West Midlands, DYS 4LA. 
Tel. 0384 379575 

PEN PALS: [ would like to hear 
fmm 8-bi| disk users around the 
world. I own an SOOXL and 1050 
Happy drive. I would like tn.swap 
hinis, lips etc. about all aspects of 
gaming. Wrfte or phone Richard 
Prescott, 54 Middlefielri Avenue, 
Hurst Green, Halesowen, West Mid- 
londs, B62 9QL, England. Tel. 021 
422 3027 

ST USERS: ] own an 5T and would 
like to swop tips ond lists with pen 
pals anywhere. All let tern answered. 
Paul Dunn, 270 Crowmere Road, 
Belvidere Pudduck, Shrewsbury, 
Shropshire, England 


CONTACT is FRET of choree and may be used by any 
genuirie Atari enthusiast for contacting other owners. 
Any notice may be Included except those offering! soft¬ 
ware only for sole or exchaniie or those offering items 
for sale commercially. The Editor reserves the right to 
omit any notice received ot his dlscresiun. 

Send yokir CONTACT notice to CONTACT, PAGE 6, P.O. 
box S4, Stafford, ST16 tOR^ Please write your notice 
on a separate sheet of paper, not as part of a letter. 
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A TUTORIAL SERIES BY GORDON CAMERON 


I 

C 


MAKING A 

START 

Basic pmyramming on the S bit machines has columni as informal and Interesting os possible, os I don't want 

always been just that, toic The built-in inter- to lose any of you! 

prefer is adequate for learning to progrom, but 
loses points in terms of ease of use, understanda- 

bility, and forces you to write very complex look- YOUR FIRST STEPS 

ing code to solve even the most basic of prob- 

As you may have realised earlier, since TB is a machine code 
There have always been alternatives to Atari's program cailirig DOS from within TB meons that you have to 
standard basic (such as Microsoft Basic, Basic reboot the Ionguage after finishing your disk operations. At first 

XL/XE etcO but these have tended to be both sight, this seems like a major blow, however TB contains disk 

expensive, ond difficult to obtain. However, if accessing commands which means that, in many oases, you 

you ore lucky enough to own an XL or XE need not enter DOS at all, 

machine, plus a disk drive, you now have a 
cheap alternative in the fonn of Turbo Basic. 

Cheap is perhaps slightly misleading, os the Ion- DIR, DELETE, RENAME, LOCK, UNLOCK, 

guage comes free, and is available from most PD BLOAD and BRUN. 

sources for a nominal fee, including the Page 6 

Accessory Shop, To obtoin a list of files on disk, the command DIR may be used. 

Turbo Basic is an alternative to the built-in Basic This is equivalent to the CX>S option A. Used on its own, the 

and, like any other machine code progrom, command lists all files on the current drive. Wildcards tan be 

should be booted from disk whilst holding down used, along with drive identifiers, by enclosing these in quotes, 
the OPTION key. It is completely compatible following DIE. As in DOS, matches any number of characters, 

with Atari's Basic, so all your old masterpieces whilst'?'matches exactly one, and the drive identifier is given as 

can be run in Turbo Basic with no chonges. The 'Dxr' where x is the drive number, 
name Turbo Basic is in now way misleading, 
your programs will run a^ LOT faster under TB DIR '02:** 

than they used to, The language is not only DIR "D1:*J ST' 

faster, it 15 also compact, taking up less memory 
than the original Basic and (here's the bit you've 
been waiting for'), TB offers you o wealth of new DIR "D3:A*. 

commands, friendlier error messages^ and it 
structures your programs automatically (more of 
this later). All this for free! The author of the The DELETE function erases a file on disk, the file being 

package is a German by the nome of Frank identified by "Dx;nQme^ where x is the drive number, and name 

Ostrowoski, who later went on to produce the is the nome of the program to delete. Multiple deletions can he 

superb GFA Basic for the ST mochines," which done by using wildcards, as demonstrated above In the DIE 

bears several similarities, and many enhance- examples, 
ments. 

You will be completely at home when the blank DELETE ''Dlifred, txt" Deletes the file 'file, txt' 

screen appears after booting, os TB is an inter- DELETE "Dl:*. txt" Deletes all files ending txt' 

preted Basic os per the Atari original. This means DELETt ''D2:fi'ed. t? t" Deletes all files on drive 2, ending 

thot you can, among other things, type com- with't' followed by ony character, 

mands at the keyboard, and these will be ex- followed by't', 

ecuted immediately. As o bonus, the same disk 

also contains a Basic compiler, which will con- The RENAME commond works similarly, with the constraint 

vert your Atari Bosic and TB programs to that the files are on the same drive. (Stands to reason, really!) 

machine code, so enabling them to run at much The format is, RENAME "Dxrsource, destination", where x is the 

higher speed. Basic compilers for the 6 bit used drive number, and source and destination the name of the file to 

to cost upwards of C50, so this Is an absolute be renamed ond what it is to be called, 
steal! 


List all files on drive 2 
List all files on drive I with extenders 
ending ST (i.e. any character followed by S 
followed by T) 

List oil files on drive B which start with the 
letter A 


Enough of this preamble. This column Is inten- RENAME "DlTred. txt, |ohn. txt ' 

ded to be an iniroduction to programming using Changes the file 'fred. txf on drive 1, to 'john. txt' (Wildcards 

Turbo Basic, making special reference to the new can be used, os in the above examples.) 

commands, This may seem pretty vague at the 

moment, but if you want me to talk about a LOCK/UNLOCK are equivalent to DOS options FondG 
particular topic in future Qitlcle.s, don't hesitate respectively, and protect files from writing, and vice versa. FSIe- 

to let me know. Anyway, I guess Td better stort names are handled as in previous examples, Le. (UN) LOCK 

somewhere so here goes. I'll try and make the "Dx[filename". 
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Finally, BLOAD <ind BRUN allow you to binary load and 
mn a file respectively. The format is as before (8LOAD "Dx:file- 
name"), and these cornmands correspond to DOS option L with 
the option to RUN on or off, 


STARTING TO PROGRAM 

Although TB has many similarities to Atari Basic, and can, at its 
simplest level be used at a faster version of the lotfer, there are 
many fundamental improvemenits that you should try to user 
The language allows you to structure your programs. I won^t go 
into a full discussion of the merits of structured programming, as 
this wQs dealt with admirably in the lust issue of Page 6 by Roy 
Goring. Suffice to say Ihot, by making use of the new program 
flow commands, you can vastly improve the readability and 
understandability of your programs, whilst simplifying the writ¬ 
ing of programs by allowing you to deal with bits of a problem^ 
instead of attempting to write the entire program in one go. 

Phew! Why bother, you muy ask. Well, put simply, have you 
ever tried to understand ond perhup-s change an even moderate¬ 
ly long program, weeks or months ofler you wrote it? If so, yo-u 
will know that it is often difficult to understand what a certain 
piece of cryptic code does, and what happens if you do such and 
such, and then what if I do this, then what? and so on. 

If you use a lot of GOTO commands in your programs, it 
becomes difficult to work out aftetwords where all these jumps 
lead. Perhaps to other jumps which in turn .... This results In u 
phenomenon known as spaghetti coding. Programs 'should' be 
written with as few GOTO's as possible, and the extra commands 
in TB make this possible. Also, if YOU can't understand your own 
code, then what chance Is there that anyone else will know what 
you meant?! 

Before I move on, I should point out that it is pos.sible, in Turbo 
Basic, to renumber a program. This is useful when you are 
running out of lines and need to squee^^e something in between, 
suy, lines 61 and 62. RENUM a, b, c will start renumbering 
your program from line a, with numbers starting ot b, and 
Increasing by c each lime. So 

RENUM Oj 10, 10 will renumber your entire program, 
making the new version .start at line 10, and all subsequent 
lines 10 greater than the lost. 

As I wus saying, it is often difficult to remember whot you were 
trying to do when you wrote o program, or what some other 
programmer meant. It is a good practice to get into using REM 
statements to add comments to your program. In this wuy, you 
at least have some idea what 1$ going on, [f you hove a bit of 
program which sorts some data into order, include a line with a 
REM saying so. In Turbo Basic, if you type two dashes (-) after 
u line number^ and pje.ss Return, the computer will put in 30 
signs. This is a special kind of REM, and is useful for separating 
out bits of your program, to make it more readable. 


INDENTING 

One way tu make your code understandable is to indent your 
program. This way, it is easy to work out whot bit of code refers 
to which loop, and so on. For exomple, you will have, ut some 
time, used ^ “^OR loop in your Basic programs. Try typing the 
foliowint ram in Turbo Bu.sic- 

10 '’OR L=1 to 10 
130 S=L''L 
30 PRINT L, S 
40 NEXT L 


numbers between 1 and 10, along with their square.^. Now type 
LIST. Hey Presto! The code has been automuticully indented. 


10 F0RL=1 TO 10 
30 S=L*L 
30 PRINT L, S 
40 NEXT L 


As I m sure youTl agree, this is easier to read, although it is a 
rather trivial example. Imagine you hod many nested FOR 
NEXT loops, though, ond the indented version is much eosier to 


read AND understand. 

INDENTED 

10 FOR A= L TO 10 
SO C=5 

30 P0RB=1T0 10 
40 PRINT B*A+C 

50 0=0+1 

60 NEXTB 
70 PRINT " EXITED LOOP 

80 NEXT A 


NORMAL ATARI Bdiic 

10 FOR A=1 TO 10 
30 C=6 

30 FOR B=1 TO 10 
40 PRINT B^A+C 
SO C=C+1 
60 NEXTB 

70 PRINT "EXITED LOOP" 
BO NEXT A 


See? Turbo Bask AVTOMAyiCALLY does the indenting, and this 
alone makes your programs more structured than their Atari 
Basic counterparts. This Is all very well, but TB offers many 
cantrol .structures which indent the commands associated with 
them, just as the commands in each FOR .. NEXT loop above are 
Indented. 


STRUCTURED COMMANDS 


IF .. ELSE .. ENDIF 

The IF command can be used us it is in Atari Basic. That is, IF 
followed by o condition followed by u list of things to be done if 
the condition is true. In TuFbo Basic these commands, however, 
have to be on the same line number. Not so, however, in Turbo 
Basic, If you have q few commands to be done, then these can be 
written on separate lines, by putting on the first line 'IF condi¬ 
tion' on its own. Notice that the word 'THEN' does NOT appear 
when using this form. ALL LINES after that point will then be 
interpreted as being executed ONLY if the condition is true, until 
the progrom comes across a line with the command 'ENDJF'. 
Take, for example, the following program In standard Atari 
Basic. 


5 M=5 

10 PORL=l TO 10 
£0 PRINT L, M 

30 IF L<6 THEN PRINT " L IS LESS THAN G '' r M=M+1: 
QOSUB 9000 
40 NEXT L 


9000 REM THIS IB A RATHER SILLY PROGRAM! I 
9010 PRINT "L SQUARED IS ", L^L 
90S0 RETURN 

This could be rewritten in Turbo Basic as follows. Remember, the 
tabs/spuces are generated by TB itself when the program is listed, 
you don't have to typ^ them. 


This is a bog standard Basic program, which prints out oil the 


cunfinuecf avenfeof 


Page 6 - Issue 36 29 





6 M=5 

10 FOR L=1 TO 10 

20 PRirrr l, m 

30 IF L<5 

40 PRIOT "LIS LESS THAWS" 

SO M=M+1 

60 PRII3T "L SQUARED IS ", L=*L 
70 ENDIF 
eO NEXTL 

So, as you can sw, oil the code between lines SO and 70 is 
indented, and is done if L<5, The command ENDIF marks the 
end of the code to be executed under the condition. This method 
allows you to do many more commands than the single line IF 
found in Atari Basic. TB, however, has more up it's sleeve. What 
if you wanted to do one set of commands if the condition Is met, 
and another set otherwise? Normally, you would do something 
like : 

30IFL<6THEW 

35 IF L>=5 THElIf FRim’ " L IS NOT LESS THAN 5l! " 

In Turbo Basic, this becomes ^ 

30 rPL<5 

40 . 

70 ELSE 

72 PRINT -L IS WOT LESS THAN 5H " 

74 PRINT "SEE HOW MUCH EASIER ITISI( " 

76 ENDIF 

It Is instantly obvious which bit of code belongs to what. The 
ELSE command is used on a line on its own, irtsteud of the 
ENDIF, to soy to the computer that the lines following are to be 
executed if the test condition on the IF line was FALSE (In this 
case If L Is NOT less thon 5). When the lines with these oitemo- 
live commands are finished, you use the ENDIF statement to 
Finish the IF command. So the generalised form is : 

IF <cozi(liti<in> 
command I 
command 2. 

ELSE 

command 1 
command 
ENDIF 

with the ELSE being entirely optional. It Ls entirely up to you 
whether you want to use the old type of IF, or the new one. TB 
doesn't force you to use the stru-Clured IF, but gives you the 
choice. 

'Nesting"^ is a powerful concept, which allows IF ,, ENDIF blocks 
to appear inside other IF.. ENDIF blacks, which can in turn be 
inside other IF.. ENDIF blocks, and so on. This is because the IF .. 
ENDIF construction is treated as being o single block/command, 
so things like 

1 IF A>5 
S B=B-h1 

3 IFB>10 

5 PRINT "DEMO. " 

6 C=C+S 

7 ENDIF 
5 ENDIF 

are quite possible. It is best to experiment with this technique to 
get to grip.s with it, rather than take my word for it, 

In fact, the IF... ELSE ... ENDIF construction is a structured way 
of thinking. There is one entry point to the IF .statement, and 
only one exit point (ENDIF). This is preferable to jumping about 


all over the place, and getting totally lost All the additional 
control structures follow this concept, and discourage the u.se of 
the GOTO command. They can also be nested and combined, 
but more of this later. 

REPEAT „ UNTIL, WHILE „ WEND, DO „ LOOP 

The FOR .. NEXT loop is ideal for doing things a set omount of 
times. What happens, however, if you DON'T KNOW beforehand 
how many times you want to go round a loop. Say, for example, 
you want to repeat a section af code until the user enters the 
number 0 at the keyboard. The FOR .. NEXT loop can't help, as 
you don't know how many times to loop! In Atari Basic, you 
would have to make use of the dreaded GOTO command, and as 
we all now know, this is UNSTRUCTURED! Your program would 
look something like the following ^ 

10 INPUT X 

£0 IF X=0 THEN GOTO 60 
30 Y=K*X 
40 PRINT Y, X 

50 REM THIS IS WHERE THE GOTO COMES 

Even with this small example, it is not instontly obvious what is 
done, and when. The REPEAT UNTIL construction 
allows us to make this problem simpler^ The word REPEAT Ls on a 
line on its own, and all the code after this is executed until the 
keyword UNTIL is encountered. The condition following the 
UNTIL is calculated, and if it is found to be FALSE, the computer 
exits the loop, ond continues onwards. Otherwise, the program 
lotjps buck to the firsil line after the REPEAT, and so the process 
continues. For example : 

LO REPEAT 
20 INPUT X 
30 Y=X^X 
40 PRINT Y, X 
50 UNTIL X^O 

This soys that the cxide after the REPEAT Is executed UNTIL the 
value of X i.s zem. See how much simpler this is to visualize, with 
no jumps AROUND code, os in the Atari Basic example. Notice 
however that the REPEAT ... UNTIL loop calculates the condition 
at the tail of the loop - in other words, the code contained within 
the REPEAT and UNTIL commands is always executed AT LEAST 
ONCE, and the condition is not tested until the end. So, in the 
above example, X is not tested until AFTER the value of ¥ is 
calculated, and the PRINT statement executed. So, when the user 
types 0, the values of Y and X are STILL printed out before the 
loop terminates, unlike the example using GOTO. This is not a 
failing, but is .something you must be aware of. REPEAT ... UNTIL 
checks conditions at the end of the loop, and olways executes at 
least once. 

The construction WHILE WEND on the other bond, 
checks its condition ot the beginning, or head, of the loop. If this 
condition is found tp be true, then the loop Is executed, otherwise 
it is exited. So, the loop is started with the command WHILE 
Followed by a condition on a tine on its own. The commands 
after this are then executed until the word WEND is encountered, 
at which point the computer goes back to the line containing the 
word WHILE, and again evaluates the condition. Unlike REPEAT 
... UNTIL, this means that the loop may not be executed AT ALL, 
as the condition Is checked FIRST, 

10 INFUTX 
£0 WHILE XoO 
30 Y=X*X 
40 PRINT Y,X 

50 INPUT X 

60 WEND 
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Upgrade from Tape to Disk! 


with the new Atari XF551 Disk Drive and Transdisk iV 



Upgrading from the slow Atari cassette system to □ fast, 
reiiabie disk set-up is certainty desirabie but whot do you do 
with ali the games you hove on cassette? Wouidn't it be nice 
if you were obie to transfer your coilection of topes to disk for 
faster, more reiiabie loading? With the new Atari XF551 disk 
drive and Transdisk IV you can do it! 




* Double-Sidedx Double Density for moximum doto storage 
' Easy connection ond quiet operotion 
' Smart styiing to match your Atari Computer 
' Suitable for eClOXL65XE and 130XE Computers. 




■ Easy transfer of iatest cassette games to disk 
' Aimed at the first-time disk user 

* Step-by-Step instruction bookiet supplied 

* Compietely self-contained - No other programs required 

* For more Info see Ad eisewhere in this issue 


To Order phone with credit card no, or make Cheque or P.O. 
payable to: Digicomm Computer Services Ltd, and send to: 

Di^iComm, 1 70 Bradw^ll Commofi Boulevard, 

Milton Keyn es, BUCKS MK 13 8 BG. _ 

Credit Card Orderline: (0908} 663708 


Normal Price For XF55i Disk Drive 
Normol Price For Transdisk IV 


Together Normally 

Atari XF551 Disk Drive + 
Trar^sdisk IV Our Offer Price = 


£ 149.99 
£ 19.95 

£ 169.94 


£ 165.00 


Inclusive of VAT ond Next Day Delivery 


The above cixle does EXACTLY the OS the example which 
used GOTO, If you type 0 at the very start, the loop wiJl not 
executCj ond nothing will be printed. Notke that I hove hod to 
put an extra INPUT X command ol line 10, I wcm't tell you why, 
but, using whot you know now, you should be oble to work out 
why It Is necessary in this case. 

So, now you have at your fingertips four structured commands; 

1) The FOR .. NEXT loop, which is useful when you know how 
mony times you wish to go round q loop BEFORE you gel 
there, 

2) The REPEAT UNTIL loop, which is useful when you don't 
know beforehand how many times you wont to execute q 
loop, but want to do it ot least once. Repeats UNTIL a 
condition is true, 

3) The WHILE .. WEND loop, which is similar to 2) except that 
it calculates the condition BEFORE entering the loop. Repeats 
WHILE a condition is true. 

4) The IF., (ELSE)., ENDIF construct, which allows you do do 
certain things if as condition is true, and other things if it is 
false. 

All of the above con be nested and combiried, just like the 
example I gave with the IF.. ENDIF construct. 

It is up to you to decide which of the looping constructs to use, 
but the above descriptions should enable you to use the one 
which is best for the job. in addition, there is a another looping 
construct- If you place the word DO on o line on its own, and 
LOOP on a later line, then all command-s between these will be 
executed indelinitely - an infinite loop. This may be useful in, for 
example, a continuous demonstration program, which cycles ad 
infinitum. The command is made slightly more useful by the 
addition of the keyword EXIT, This con be included in an IF 
clause. The above example can then also be writlen os follows; 


10 DO 

SO EHPUTX 

50 IF X=0 TKKN 

40 PRINT "Eximra.. " 

50 Eixrr 

60 ENDIF 

70 PRINT Y, X 

60 LOOP 


ROUNDING OFF 

So there you have it - a brief description of the language, and 
the structured commands available. I realise that the above may 
be difficulL to digest oil at once, but persevere, and just spend 
some time experimenting, until you get the hang of things. This 
article is rather long, and I apologise if it appears over long. I 
wanted to get across the bQslcs(sle) of the language, and high¬ 
light differences, for the benefit of complete beginners, whilst 
giving sx^mething concrete for those already competent Basic 
programmers to work on, I promise that the next article will be 
shorter, and I hope to deal with subject of Ftocedures^ as well as 
covering some more commands unique to Turbo Basic, 

If you hove any queries, or wish me to talk about a certain 
subject in a future issue, please do not hesitate to contact me at 
the address at the foot of this article, ITl try and help, and try not 
to cover the some ground as Mark Hutchinson in his previous 
First Steps columns. 

Write wltb your neque^, suggestions and comments to 
Gordon Cameron, 13 Muir Bank:, Scone, Perthshire, 

PHI SSZ, SCOTLAND. • 
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Jason Peasgood^s program provides a custom written 
subroutine to redeHne 


your 

keyboard any way you choose 


El t REM * 

HT 2 REM » 
net 3 REM « 

VH 4 REM * 

EO $ REM * 

IZ 6 REK « 

EO 7 REM W 
«H R REM 
UZ la REM I 
CU 2fl DIM l[CV$ 

KM xfl TRAP izea 

VE 40 FDR R=1 TD 192 

HZ 50 REAR A 

Lfr 60 PPKE 1535+Rt4 

LY 70 HEKT R 

LU S0 0 

FI 90 POKE 7ie^7e[P0KE 7e9«15[P0KE 712 j 3:R 
;PdKE 82,a;POKE 752,liPOKE 712,0 
IB 100 FOR R=1 TO 192 
01 148 keysCR,R7^CHR$(PEEKC1535+R7 ) 

JH I20 REriV R 

Kl 130 POSITION Bxlt? ■■*#* Rasionar Tabl 


RE9IGNER KEV5 
JaRDO PpasgoRd 


Have you ever wanted lo redefine the keys on your Atari so that 
each key can produce different ASCII characters? Maybe os port 
of a progrom to ensure that only certain characters are used or 
so that frequently used characters are easier to type? With this 
proyrcim you tun do just that. Each of the possible 159 diffeient 
key combinations available can be programmed to produce any 
character you wish. 

Some special characters available to you include 'cursor home', 
'cursor bottom left', 'cursor to left margin' and ^cursor to right 
margin'. These have ASCII values of 142-145 respectively. 


GETTING STARTED 


First of all, type in the program and save it on disk or cassette. 
Now mn the program and you will be presented with a table of 
192 different characters. These characters arc what is produced 
on the screen when the tetter on the left is pressed. The first 
column is what Ls produced when the key is pressed in lower case 
mode, the second column is whul is produced when SHIFT is 
pressed with that key, and the third column showfs what Is 
produced when CONTROL and thot key is pressed. 


IF 140 KEY5-1;RESTORE 
HR ISO POKE 7fr4jZ5S 
Oft 150 FRR R=1 T0 4 
VS 170 FOR Ti±l TD 16 
AD 100 REAR A]IF A=155 THEN 280 
QK 190 PO5ITI0H t(H''lJ«10T+2,T + 4 I? ’’fiCH 
R$ CAl 

HR 200 A-A9C(KEV$ CKEV5 j KEY9i]li f ] B=A9CCKEY$ ( 
KEVS+64,KEV5+64>] : E^ASaCKEVSi (KEYSF126, 
KEV9+iZ83) 

HD 210 IF At; 155 THEW ft=32 
HE 220 IF S=1S5 THEH 0=32 
DJ 230 IF C=150 THEM C=32 
KE 240 PO9IT10H ( (R-lJ *103+4 , T + 4 1 ? 

R0CA1;" I"; CHR5103 ; ■* I:"}GHRS(C1 
KM 250 KEY5=KEVS41 
KK 200 HEKT T 
JS 270 HEHT R 

m 200 FOR fi=l TO 31 STEP 10 
Hit 270 P07ITXQII R+5,4:? 

JF 300 HEHT R 

OY 310 P05IT1OH ijZZt? Hanr ^ B left G 


REDEFINING KEYS 


Using Joystick 1 you can move the cursor around the table to the 
character you want to change. When you are next to your 
desired character simply press Othe new key combination you 
want it to produce. So if you wanted to redefine the delete key to 
produce a space you would direct the cursor to the delete symbol 
and once there a press of the space bar will have redefined that 
key. 


OPTIONS 


A press of the HELP key will present you with a screen showing 
what to press to produce special characters like 'cursor home' 
and 'keyclick toggle' as well as others like 'CAPS lock' and 
'inverse toggle'. 

Pressing START wj]] access the save menu. This will save a 
subroutine to disk, cassette or printer which you can use in your 
own programs in LiSTed format, So if you chose to save it to disk 
you would enter it with ENTER 'O:filename.ext". When this 
subroutine is run the new keyboard you created will be installed. 
The SELECT key allows you to install your new keyboord. If you 
don't wont a re-usabJe subroutine then this will immediately 
install your new keyboard and end the program. 

If you get into a bit of trouble using the program, or just wish to 
start again, a press of the OPTION key will cancel everything 
and start the program again from new. 


HOW DOES IT WORK? 


The program works by creoting a new 192 byte keyboard table 
in memoty. This Is where the computer looks to see what to print 
on the screen when it delect a keypress. The first 64 bytes are the 
lower case codes, the next 64 are shifted code and then come the 
64 control codes. 

The subroutine thot is saved by the program puts the new 
location of the table at the start of page 6, but you can move this 
anywhere you like, as long as you are careful not to erase it. If 
you do relocate it you must alter the keyboard pointer at location 
121/122. The pointer here is stoned in LSB/MSB format, so POKE 
121,0: POKE 122,6 will point to location 1536 
(PHEK(121)+PEEK(122)*256). 
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rCe^^ 


L»ft r flight P Click‘d 
ZO 326 M=3: 

WU 138 REM ■IPiUJWliMJ 

340 COLOR 15^3 PLAT H\.V 
B¥ 356 Hl^K;Yl=Y 
IP 36ft S-6T1CKL03 

VM 370 IF PEEK(7643<>255 THEN G05U8 540 
TH 390 IE PEEK<032703-6 THEN G05UB 10S0TG 
OTD 800 

VW 30fl IF PEEKr53?7?]=5 THEM GDSUB 165ft:G 
OTO 1240 

PR 400 IF PEEK £532773 =:3 THEN GO^UB 1658 :R 
IIH 

PA 410 IF PEEK<7323=17 THEN C05UB 1656;GO 
TO 1D0B 

RL 420 K=«+£5=S OR 5=6 Oft 5=73-CS=0 OR 5= 
1ft OR 5=113 

AE 430 IF K>30 THEM H=B 
YO 440 IF K<0 THEM K=39 

KY 450 IF MOT t tK = Il + t>C=5S * £H = 73 4 (H = 13J * 
CK=:153 4 (K = 173 4(K = 233 4(M = JS3 4(K = a7J 4£>c = 
3314rK=3534CK=37>3 THEM 42ft 
PC 460 Y = Y4£S = 5 Oft 5=5 011 5=131 - £5=6 011 5 
=10 OR 5=141 
Ht 470 IF V<5 THEM Y=20 
8F 4ft0 IF V>20 tHEM Y=5 
TO 470 IF K1=M AMD V1=Y THEM 340 
HE 500 ^OUHD 0jr256^ie»15 I 50UKD 1,10,12,4 
OH 510 5PUN0 0,0,0,0T5OUHD 1,0,0,0 
5C 520 POSITION m,Yl;? « ■■; 

DC 530 GOTO 340 
2K 540 flEH Mrlif 
P0 550 OPEN Bl, 4, e,**K E’* 

CH 560 get Q1,A 

TE 57i FOB ft=15 Tq 0 5TEP -0,7 
TT soft 50yHl> 0,255.7fR + l|i , 10, R 
HC 500 SOUHft ft,10,10,ft 
4J. 500 MEHT ft 

MH 610 POSITION K*l,¥;? »^"jCHR5CA3 
GH 52ft IF A = 155 THEM POSITION K + l,Yi? ■■ “ 

J 

HE 538 IF K=3 THEM ST=0 
10 64ft IF H = 5 THEN 5T=:54 
ZK 650 IF K=7 THEN 5t=120 
BL 560 IF K=13 THEM ST=16 
tv 670 IF H=15 THEM 5T=Sa 
VP 50ft IF ft=*7 THEM 5T=144 
AH 6»a IF lt=ZJ THEM 5T = I2 
15 70ft IF K=25 THEN 5T=55 
TQ 710 IF N=27 THEM 5T=160 
GD 720 If M=35 THEM ST=40 
OH 730 IF M=35 THEN 5T=112 
Ak 740 IF K=37 THEN ST=i70 
ZF 750 POKE 153545T4CY-Cl,A 
RF 750 KEVS(tSI4t¥-si>41,(6t*CY-53J+13=CH 
RS CAl 

LB 77B CLOSE »1 
ZT 70ft RETURN 
SN 770 REM 
RF 800 ? 

KL OlO POSITION 0,11? "NN* DOSignPF Tftbl 

85 NN**' 

JH 828 P0SITIPM 2,3;? ^'Input DovicotFilon 
.Ext. ■■ 

PM 838 POSITION 2,7;? "ProSE RETURH tO FM 
it . " 

JK B4fl POSITION 2,5!? ■' — >"|1IHPUT B16,FH 

5 

PR B50 IF FHS=^"" THEM GOTO 1050 
OL 050 POSITION 2,S:? "inpuT First lino Fl 
o. —INPUT BlSjLINE 
PK 67ft POSITION 2,11;? "Input incroHFRt - 
->";tiMPUT Bih^iHc 
OH 080 OPEN Hl,0,ft,FHS 

TF 670 ? »1;LIHE;" FOR ft=1536 TO 17Z7£REA 
B A1 POKE R,AtMEHT R" 
tM 900 L1HE=L1HE4INC 

JD SlO ? BljLIHE;'* POKE 121,0: POKE 122,6" 

JA 920 LIME=LIHE4IHC 

HR 930 0=1536 

KK 940 FOR R=1 TO 24 

5M 950 ? ttlfLIHE," DATA *'4 

TI 960 For t=i to 7 

CH 970 H=PEEKCD1 

5K 960 ? aiiNi","; 

OS 990 B=04i 
JG JiODO MEHT T 
IC IBIB H^PEENTOl i? mjM 
ZI 1020 LIHE=L1NE41 hC:0=D+1 


IT 1030 HEKT R 
MO 104B CLOSE «1 
LF iftS0 ? "S*' 

OU 1050 GOTO 130 

GH 1070 REM W T ii r w iwwi f H i I » 11 

■ 

10 1«80 ? ‘‘Il" 

ZH 1090 POSITION 0,if? "»*N ftpsignor Tafc 

|«s 

RT 1100 POSITION 15,3:? "H«lp SCPeelt" 

BD 1118 POSITION 2,51? "PPOSS fSTART3 tD 
S4VF subroutine," 

SQ 1120 POSITION 2,7!? "PreSf tSElECTl td 
install kevbaord," 

OV 1130 PaSITIOH 2,9:? "INM-CTRL-M im iS 
cursor hODie,*' 

QH 1140 POSITION 2,11:? "IHV-CTRL-O iHi i 
5 cursor to btn-loft," 

JB 1150 POSITION 2,13,1? "IMU-CTHL-P [E3 i 
5 Cursor to left," 

YN 1160 POSITION 2,153? "INV-CTftL-fl EHi i 
5 cursor to right," 

NJ 1170 POSITION 2,1?S? "IHU-CTflL-1 iFl i 
s keyclick togglo," 

UP 1100 POSITION 2,19;? 't! - Inverse togg 
IP I - CAPS toggle." 

EG 1190 POSITION 2,211? *’y - CAPS lOCK 
£| - Ctrl keg lock."? 

FU 1200 POKE 754,255 

HA 1210 IF PEEK (7643 0 255 THEN POKE 732,0 
i? ‘*N":POKE 764,255; GOTO HR 
OJ 1220 GOTO 1210 
CG 1230 REM ■MNNJift t-iiMrl 
BJ 1240 GRAPHICS 0 
MO 1250 PONE 82,2 

BC 1260 ? [? "HEH KEYBOARD INSTALLED," 

TC ±270 POKE 121,01 PONE 122,6;POKE 782,54 
FP 12Sft END 
CA 1290 REM 
KH 1308 ? "N" 

ZE 1310 POSITION 0,1:? "««« Designer T 4 b 
1«S NNN" 

Qtt 1320 POSITION 2,3l? "Error » "jPEEK<19 
has Dpcured," 

KP 1330 POSITION 2,5i? "Press ang Key to 
continue," 

MB 1340 CLOSE B1 
H5 1350 TRAP 1304 

GP 136ft POKE 764,255 

PG 1370 IF PEEK £7643 0 255 THEN ? "H'*:GOTO 
130 

SP 1380 GOTO 1370_ 

GC 1390 REM ■ a 

KD 1480 DATA 106,105,59,128,120,107,43,42 
JT 1410 DATA 111,IZB,112,117,165j105,45,5 

1 

GH 1420 DATA 86,126,99,128,128,98,120,1ZZ 
IJ 143B DATA 52,120,51,54,27,53,58,49 
GF 1440 DATA 44,32,46,110,120,109,47,129 
AK 1450 DATA 114,128,101,121,127,116,119, 
113 

BL 1460 DATA 57,12&,48,55,126,56,6ft,62 
DC 1478 DATA 102,104,100,128,130,103,115, 
97 

SP 1480 DATA 76,74,58,120,128,75,92^94 
AU ±490 DATA 79,120,00,85,155,73,95,124 
JO ISeO DATA 86,126,67,128,126,66,48,90 
IC 1514 DATA 30,128,35,38,27,37,34,33 
HC 1S2B DATA 91,32,93,70,128,77,63,129 
BF 1530 DATA 82,128,59,89,159,84,87,81 
LE 1540 DATA 40,128,41,39,156,64,125,157 
CA ±550 DATA 70,72,68,128,131,71,03,65 
MK 1568 DATA 12,16,123,126,126,11,30,31 
LI 1570 DATA 15,128,16,21,155,9,28,29 
YF 1580 DATA 22,128,3,128,128,2,24,28 
SH 1590 DATA 142,128,133,144,27,143,253,1 
2ft 

JG 1680 DATA 8,32,96,14,128,13,0,129 

ZB 1610 DATA 16,126,5,25,158,20,23,17 

CIt 1620 DATA 0,128,0,145,254,137,125,255 

LA 1630 DATA 8,8,4,128,132,7,19,1 

TE 1540 BEM ■.IilUJlM 

AK 1658 FOB R=1S TO 0 STEP -1 

KF 1560 SOUND 0,255,10,R 

HE 1670 SOUND 1,254,IS,R 

JU 1680 HEKT R 

Id 1698 SOUND 0,0,8,0 

MH 1706 SOUND ±,0,0,0 

AD 1710 RETURN • 
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BEGINNER'S BASIC 



TO CRIPS WITH 


GETTING 

GRAPHICS 


We re starting Interrnedioie'Sevel pmgramnning this issue, with q 
close look at the colour 'mop' modes - Graphics 3 to Graphics 7. 
Although these are programmed in Bosic, like the text modes 0 
to 2r they hehuve quite differently - it's almost like having a new 
computer to play with. If you've followed the series In the old 
Atari User, you should have no difficulty adapting to the new 
rules. 

Start by typing GRAPHICS 3 and hit Return The screen splits 
into two, with 'READV' printed in the lower window, just as it did 
in Graphics 1 and 2. So far so good, but now try printing 
something in the Graphics window: 

PRINT #6;"HELLO" 

Whot happens? Vou get a couple of small coloured squares at 
top-left of the screen. Not a letter in sighll Changing the letters 
from upper to lower case, or from normal to inverse has no effect 
- the some orange and blue squares appear. This is lesson 
number one: you can't send text characters to the graphics 
window in modes 3 to 7, 

The computer treats the graphics window as a grid of dots, or 
'pixels'. You can switch these pixels on or off, and moke them 
different colours, so it's possible to construct patterns or pictures. 
Before we Iwik at a typical drawing program, let's examine the 
screen layout and the Basic commands involved. 

The five map modes all work in substantially the same wayr the 
differences between them lie in the number and size of pixels, 
and the number of colours available. Table I shows all the 
relevant in formation. You'll see that, although there are five 
colour registers inside your Atari, the map modes can use only 
four of them at most, and one of these must be the background 
colour. 

Now, how can we turn a pixel on or off, and change its colour? 
The theory is fairly straightforward: first we specify the desired 
colour, using the COLOR command, then we print a pixel of that 
colour at the desired co-ordinates, using PLOT, But confusion 
sturt.s to creep in when we try to make sen.-se of the COLOR 
command, used in this new way. 


MODE 

SCREEN SIZE 

COLOURS 

3 

With text window 

40 X 20 

4 


Nd text window 

40 K 24 


4 

With text window 

BDx40 

2 


No text window 

BO X 48 


5 

With text window 

80x40 

4 


No text window 

80 X 48 

6 

6 

With text window 

160x80 

2 


No text window 

160 x 96 


7 

With text window 

160 X 80 

4 


No text window 

160 X 96 



Table 1: Screen characteristics in the 'map' modes 


Len Golding continues his 
series from Atari User 
with a look at programming 
in Graphics modes 3 to 7 

The best advice is to forget you ever encountered COLOR t>efore, 
and treat it os on entirely new command which has nothing lo 
do with text characters. In the five map modes, COLOR simply 
tells the computer which colour register to use when it plots the 
next pixel- For example; 

10 GRAPHICS 3 
£0 COLOR l:PLOT S0,9 

This gives you a small orange square roughly in the middle of 
the screen - column 20, row 9. If you change line 20 to select 
COLOR 2, the square will be yellow. COLOR 3 turns it blue, and 
COLOR 0 erases It by turning it the same colour as the back¬ 
ground. Numbers greater than three will select one or other of 
the four available colours, but it con be a bit tricky to forecost 
which one will emerge, so it's best to slick to the recommended 
range: 0 to 3. 

Now you might expect that COLOR 1 would select the colour 
stored in register 1, COLOR 2 would use register 2 and so on, but 
for some unfathomable reason it ain't so. Instead, COLOR I, 2 
and 3 access registers 0, 1 and 2 respectively, register 3 con not be 
accessed in any of the five map modes and COLOR 0 selects 
register 4! If you find this confusing, join the dub. The only way 
to get things straight is to play around for a while. 

Table 2 may help: it shows the registers which are available in 
each of the map modes, their default colours ond the COLOR 
number which selects each register. For exomple if you want lo 
plot □ blue pixel ot top-left of the screen (co-ordinates 0,0)* you 
would select register 2, using the COLOR 3 command; 

COLOR 3: PLOT 0,0 

The registers can be mode to contain any colour you like, u-sing 
the SETCOLOR command which we covered in part 5, For 
example: 

SETCOLOR 1A1£ 


will change the contents of color register 1 from yellow to white. 
To plot a white pixel at top-left of the screen, you would now use: 

COLOR S: PLOT 0,0 


Why COLOR 2 not COLOR 1? If you're not sure, go bock and 
read the last few paragraphs again. Once you understond the 
principle, try erasing the white pixel by plotting the background 
colour over it. 
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TIME FOR A PROGRAM! 

Now let's have some fun. Js there an Etch o-Skelth in the house? 
Send it bcick and use Program 1 instead - it will do everything the 
toy can do, and much more, in fuJI Jiving colour. 

Since we re now working at intermedlote level, there's no need 
to keep our programs to their most simple and rudimentary 
form. Program 1 therefore contains a few littie extras which 
make it easier and more friendly. The text window messages 
remind you which keys to press for the various options, and 
remind you which colour register you're currently using. As weii 
os the three foreground colours, the program gives you 'pen-up', 
erase and screen clear facilities. 

We start by dimensioning four strings to hold the text messages: 
'Orange', 'Yellow', 'EJue' and 'Erase'. Then we set up the 
Graphics mode. We've chosen mode 5, to give the iJest cx>mprom- 
ise between resolution und ease of use. Very small children might 
be happier in mode 3, while experienced older users will prob¬ 
ably prefer mode 7. It's easy to change the mode - just alter line 
30 to suit the new screen boundaries, ond Insert a new starling 
position Ql line 40. 

Line 50 needs some explanation, since we've not come across 
address 764 q.s yet. This addre.ss holds a number corresponding to 
the lost keybtmrd key pressed. If you press '1', the number 
returned is 31, while ‘2\ '3' and 'O' give you 30, 26 and 30 
respectively. Line 50 simply intitialises the values for K (Current 
key pressed), KL (Previous key pre.ssed) and C (Colour register 
currently in use), to ensure that the program starts off in Erase 
mode. Line 60 then prints the messages in the text window. 

Lines 70 to W contain the familiar Boolean joystick routine, and 
line 100 reads address 764 to see which key was lost pressed. If it 
was the letter 'C (keycode 18), then the screen is cleared and the 
program starts again from scrotch. Otherwise the keycode is 
converted into a number from 0 to 3 by the Boolean statement ot 
line 120. Note that any key other than '1', '2', '3' or 'C' will select 
the erase mode, by setting the value of C to zero. 

Line 130 checks whether you've seiected a new colour; if so, it 
calls subroutine 200 to re-print the text window, highlighting the 
appropriate option. Lines 140 and 150 do the actual drawing on 
creen. If the joystick trigger is not pressed, the pixel is plotted 
permanently in its desired colour. If the trigger is pressed, then 
we Lise our usual technique to move without disturbing the 
picture - this is 'pen-up' mode. 

Line 160 simply ensures that the 'cursor' pixel will remain visible 
even in Erase mode, by making it orange. A short time delay is 
introduced at line 130, which slows down the drawing speed and 
mokes it easier for small children to handle. You can change the 
value of W, or elimlnote line 180 eniirelyx if you wish. 

The subroutine at line 200 handies the text messages. If you 
decide to change the default colours, using the 3ETCOLOR com¬ 
mand, you should also alter these messages to avoid confusing 
the user! 

The program is raelly just a starting point, Try to add things 
that you may have learned from other articles and create a 
program that is yours. In future issues I will give you more 
programming hints so that you can build up your own programs 
more effectively. See you uguinl 


MO 1 BEN iiMnnKummM M H i cwwMm ii t w nnnm i imM ww 
HJ 2 REM w De-Lux? Etctch * 
1 HEM « by Len aoidinq * 

50 ♦ REM »----—— « 

KB & REM * PAGE 0 MACAZiPie - ENGLARD » 


MT G REM H M MMKKM WW J i J i W M MW Il ltM MMili a i ll lH HKy i fU 
HO 9 REM 

DM 1« DIM A$ClDI (103 JC$4101^DS4103 :REM 
Strings to hold Messages 

GZ 20 GRAPHICS S:POKE Z52,1:REM Select Gr 
aphics node And turn off the text wind 
Dw cursor 

HZ Z0 HMAK=74±KMEH=e;;YMIH^B:REM S 
et screen boundArles to suit Graphics 
node S 

BE 40 K=40:tREM "Curser" pixel vs star 
tin^ POSitiDO 

EC 50 C=fl:K?SO!Kl^K;POKE 764 ,KeREM Tnitia 
lise in Erase Mode 

VI OB GB5itB zees REM Print intial Me^sayes 
in text window 

DL 70 S^PEEKtbjzi :rem Read jRvstick and c 
alculate new "cursor'* positionT 
LL B0 K1=:H+CCS=S OR S = 6 OR 5^73 AMD 4H<KM 
AK33-415=9 OR 5=A« OR 5-llJ AMD CK>KM1 
R3 3 

JG 50 T1=V+44S=5 OR 5 = 9 OR S = i?3 AftR CV4V 
MAKT3-CC5 = E. Dfl 5 = 16 OR S=143 AND 4V>VM 
1H3 3 

VZ lOB K^PEEK(7643iDEH Read kevboard t« E 
ee which cAt our is required 
55 11* IF K=16 them GOTO 2«INEM 'C Clear 
5 the screen and starts again 
HF 120 C = lMltK-313+ZMCK = I0T+3HCK = 2*1 ; REM C 
onvnrt keycode into a colour register 
nuHber 

AR ll« IF KOKl THEM G05UB 290 : K1 = K 
20 140 IF 5TRlGC01=i THEM COLOR CiPLOT 

vtgoto 160:»em Plot the colour if trig 
ger iE not pressed 

HP ise COLOR fltPLOT K,V;REH Otherwise go 
into 'pen-up* Mode 
Ltl 160 IF C=e THEM e=i 

HR 170 LOCATE MljTljn!COLOR C:PLOT Ml,Vii 
H=K1;V=¥1 

JT ISe FOR MSI TO SRfMEKT N;REtf 5hort tiM 
e del ay^ to reduce drawing speed 
4C 150 GOTO 70 

TL it00 A$s'^Orange" : B$-*''Vel low" ;C$=:"Blue" : 
&$-“Erase" 

HH 210 IF C“1 THEM A $ J JiT!td 4 " 

TB 220 IF C=2 THEM B$="ailffiII" 

IJ 210 IF C = S THEM C*-" [iTWTT* " 

TK 240 IF C=0 THEM D$="aiEHl" 

OK 25* ? CHn$ 41251 ; REM Clear text wiiidqw 
MJ 260 T "! = ■■; AS;" Z=»*iBS;" * 

=";DS 

IE 270 7 1 ? "TRlCCERt^^pen-up ■ C=Clear 

Screen" 

ZO 2*0 RETURN 

____ ft 


MODE 

REGISTERS 

AVAILABLE 

DEFAULT 

COLOUR 

'COLOR' No. 
TO SELECT 
HEOrSTER 


0 

Orange 

1 I 

3p5 , 

1 

Yellow 

2 

7 

2 

Blue 

3 


A* 

Black 

0 * 

4,6 

0 

Orange 

1 


4 * 

_ 

Black 

0 * 

* Controls th« background colour ~| 


Table 2: Using colour in the 'map' mode* 
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FLIGHT 

LOG 


L ooking for a new challenge for Flight Simulator II? Here is 
Q fun program which will give you q number of assign¬ 
ments each starting from a random airport with three 
other airports have to be visited in the allotted time. 

The schedule is output to a printer, any Epson compatible 
should work with this listing but the printer codes may be 
changed or deleted for any other printer. If you donT own a 
printer the information is also displayed on screen for you to 
make a copy by hand but it will be necessary to delete the 
LPRINT statements or make them into REM statements. The 
printout gives the following information: 

MAP AREA and o random wind factor, 

CITY and AIRPORT followed by the North and 
East co-ordinateS- 

F/TIME - the estimated flight time in minutes to the 
next airport on the schedule. 

T/OFF - departure time. The first airport departure 
always starts at S,03 um, This gives you just enough time 
to set the NAV radiOr VOR and check what heading will be 
needed. 

The last column is for you to write in the actual time you 
take off in order to compare flight times. 

If you land ut the next airport in the allotted time you will have 
just 2 minutes to reset your radios and check"your destination on 
the mop. If you arrive early, you may even have time for a quick 
coffee in the airport lounge! The T/OFF time at the final airport is 
really the actual LANDING time, so you must be down and 
stationary on this runway by this lime to complete the adven¬ 
ture. 

The times are reasonable providing you manage to land at First 
approach. Some of the closer destinations may be a bit tight but 
you should make up some time on the longer journeys. There 


Les Howarth presents 
a program to calculate 
random assignments for 
Flight Simulator II and also 
an adventure for those who 
have Scenery Disk 7 

should be no need to go fiat oui ull ihe way to keep to schedule, 
but if you want to olter the timing then experiment with the 
division calculation on line 340. 

CUSTOMISING THE PROGRAM 

The program provided Is for the standard FSII program but may 
be chonged to suit other scenery disks. It is only necessoiy to 
reploce the DATA from line 1000 onward. There must be only 
one airport for each line of DATA as the program will count the 
lines of DATA to find out how many destinations are ovailcible. 

The maximum and minimum distances between selections is 
restricted to reasonable times by DM AX and DM1H so if you 
want some longer journeys, increose DMAX. At the present, the 
longest flight times are about 45 minutes. 

To Increase the number of flights per assignmeTit needs a little 
more work Two arrays will need re-dimensLoning. JOB array is 
set to 4 ports ond holds the KORTH/EAST co-ordinates. Change 
the 4 to the number you require. T(4) array is used to store the 
random selections. This anay is checked at line 160 to make sure 
the some destination is not selected twice, otherwise you may 
hove to take off and land at the some airport. The loops needing 
adjustment are at lines 100, 140, 160, and 300. Note also the 
second stotement on line 310. If 1=4 is looking at the lost airport, 
it can jump past the flying time colculotion. This check is 
repeated on line 440 to Jump past the job selection. 

The adventure creator .should give you even more entertainment 
from on already compelling program. 
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DISK BONUS: Thii issue's disk contains a 

bonus program simiiar to the liisfing here but based on the 
Sceneiy Disk JVo.7. tfyou are a Flight SJmufafor fan don't 
forget to get a copy! See page J? for order derails. 


HQ 4 - heh kK l i n k m k ni l wwwM i i M jmm i mo i mfimww ww 
IR z ncn * rLiGHT assigrhekt creatoii * 

TF 3 lt£M * ^or FLKSHT StHULATOR II » 
UF 4 REH «f by Les HOWAPth « 

SR 5 REM * -- * 

kC G REM tf PAGE HACAZIHE - ENGLAIfD w 
HU / HEM W MK M H I f t O I M M W K KWMKMMK K KK M HK M mC HK 
NH a REH 

JV IQ QIH C3e> J CITVSC3BJ ^ CTSCie 

)^ BL^CZIJ fLH$(QZ3 ,CSl,T(C 2I « J 
0BC4,Zl ,T C4I 

Pit ze as iiJ=Afi 

FG 30 RESTORE QQajREAQ A$ 

ZV QQ THAR 70 ± RESTORE 
HD 60 READ CITV«:KQ^RP+l;aDT0 30 
Ntt 70 REJCHD9[DMAH=4I0:AH1H=X 

002 TRAP 40000 

KH ee eL3="..u«siit = 

LQ5 (023 =*'-"! LRS tZJ=Lit^ 

DR 100 FOR 1=1 TO 4:T(I3-0:HEKT IiFT=4a3T 

. ..LPHIHT CHR3 Cia? 

RK 14.0 ft-lHT (HDMRHD (03+13 ;RE3tpHE 9Q0+B«ii 
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IV l£fl flEAD CITV$J AP$*II«C i J«B Ci. JdB £ 

Jr« Z»=E 3 TC13 = B 

VK 122 C-1HTC11«ph^ CSt+l], ; R = IHT CXfiBWRHACe 
J1 lDii = ^TR$CC3 :b$tLEIICI>?1 +13 ="kta" 3 *iS = i 
TA$ CR3 ! n$ CLEH £lt*3 *13 • ** 

RY iZB A$tfiB,Ci43="HIHR-"I A$fB5,B93=l>B ; A$e 
7fl*72J=" 33 ; A$ (73,7e3=nC 

HQ 14A FflB I=Z Tfl 4 

(3A 149 PDIt ■;-! TP HP ; ttE J (G3 =B E MEKT C 
HP R=XttTCND«RHPte}+l>:IF REJ£R3=1 

THEN ISB 

VB IBB FOR A=1 TO 4:1F TCA3THEN F=1Sb= 
4 

17* HEKT AlIF F=1 THEN ISO 
Z|| lOe RESTORE 90ft*R«10lhEAB DfTY^, AP$,H, 
E 

PH 1*0 IF ABSiH-JPOCI-L,ITS>DMAM fHEH REJ 
CR3=l:GDT0 ISO 

ZO ZeO IF AOStE-JOBCl-1,23l>DHaK THEN REJ 
(Ri=i:GaTa x%9 

VO ZiB IF ABS tH-JllBTl-1,^13 I <OniH THEM F = 1 
EO 2Z0 IF AOSCE-JDB(X-1,233<PniH AHO F=1 
THEN REJCR3i=ltF = a SCBTO ISO 
JU ZTB T 1.13 =^n3 JOOCI, 13 ^It; JQBfl, Z3^E 
ZD Z4B F=0]NEHT X 

PI ZSB LRRIKT **l_4E VENTURE AIR CHARTER C 
(i'‘:i,PRIHT "ltrlii*NPOKE BZ,0 
TO ZfrB LRRIHT A^ ; ; LPHIHT LH« 

typ 270 7 '’H^jAlr (60,701 S Z !+ "CITY dlRPP 
HI HDRTH EAST F/TIHE" 

PC 2S0 LPRINT "CITY AIRPORT 

WORTH EAST F/TI 

ME TZOFF ACTUAL" 

AO 290 LPRIHT LH( 

RI 300 FOR 1=1 TO 43REOTOftE 0S0tT(l3»tB 
HC 310 READ CT«,APS,H,E3 IF 1 = 4 THEH U3=Z: 
FT-FT-ZiGOTO 150 

Yb 130 Rl=ABOeJOBei,11-JABei+1,131;KZ=ABS 
rjflbd, Zl-JAB (1 + 1,211 I LlsKl^Z] L2 = K2A2 
KJ 340 13=1HT CSQRfLl + LZll :L3 = 1HT4L37'11> 

CA ISO Hl^XBTtFTT'Cei i L*=FT-HIHOfl: MS = 0TRS( 
HI3 : MS CLEM £Mi3 +13 =*■, B=LEHCMS3 +1 
TP 160 H$CLEH£M$3+ll=STHSfL01 : IF LA<1« TH 
EH MS £B,Bl ="B":hScb + 1,0«11=STN$ EL03 
LA 170 IF LEHCETS3>19 THEM CITYS=Cr0<1,AC 
3iCOIO 190 

HF ISO CITVS=CT$;CITYSCLEHECITYfS+1,163=B 
LS 

00 ISO FT=FT+L3!L3=L3-2fTS=0IBSfUIl:IF LI 
<10 TffEII TS £1,11="A" S IS £2, ZJ=0TRS£Li3 
6D 400 APSCLEHCAPSJ+1>253=BLS 
EO 410 ? CITVS:? "^■■;APS!7 "IT "jHi" " 

SU 420 LPRIHT CUTS?" "jAPSj" "JHJ" ’■ 

:Ei” "JTSJ" "JMSJ 

OK 410 * " "JTS;" "jtfS 
AU 440 IF 1=4 THEH 400 

FI 450 R = IttT tfHAHD(H013 iHESTORE S20 + RR^i0 : 
READ D$ 

OH 460 HEOTPfiE 990+T(1 + 13*10 I REAA CIS 
TJ 470 7 OSILPRIHT ASi *» to "|CT$:LPRIHT L 
HS 

TZ 400 HEKT I;LPRIHT LHS 

EY 490 7 ' TilJljlliUiWiiliMfc ll ■■;{1HPUT MS 3 IF MS 
="Y" THEH 100 

Uli OOS IF MS<>"H" them 490 
NH 51* EHD 

PR 520 AATA CHARTER FLIGHT 

LF 53S DATA VIP CHARTERED FLIGHT 

GV 540 DATA DELIVER URGENT HEDICIRE 

DP S5e DATA AELIUEfl HAIL 

FH S60 DATA COHOZGHMEHT OF HACHIHE PARTS 
AD 570 DATA TARE TRAIHEE PUT 
GT SftO DATA DELIVER VALUABLE GEMO 
YG 590 Data IfRGEHT ATARI COMPUTERS 
OH 600 DATA FLY HEPDIMG GUEST 
CS 900 DATA RRR CHICAGO AREA 
FP leoo DATA Auraro, Auropo Mutii , l7iSZ, id 
93 

VH 1010 DATA BiqqHingtPnjBlQDMinRtAn-HorH 
41,16593,15240 

AB 1020 DATA Chonpii9n>uni^ oF Illinois M 
i 1 loro,16400,16465 

YK 1030 DATA Ch i C OAd , Chi c ago Mi itwag , 12156 
,16620 

UP 1040 DATA Ch i C ogD , Chi c ago P'lfarc Int'l 
,17243,16570 

QN 1050 DATA chicago,Lonsino Muni,17049,1 
6697 


THE TUNNEL 

A FLIGHT SIMULATOR II 
adventure for Woshington scenery disk 7 


North Position: 

16159 

Rudder; 

32767 

Fast Position: 

20050 

Ailerons: 

32767 

Altitude: 

313 

Flaps: 

0 

Pitch: 

0 

Fie valors: 

32767 

Bank: 

0 

Time: 

12:00 

Heading: 

290' 

Season: 

4 

Airspoed: 

0 

Wind: 

6 kts, 300 

Throttle: 

0 




The grea is Wcishin^tDrij find you are pgrked by the runway at Duties 
International Airport* Make sure your picnic basket is packed for lunch by 
the Shenandoah River. 

Tune your NAV to Shawnee VOR, 115.3. The DME will show the distance 
to this as 34 miles but you will not be flying that far. Set your OBI and taxi 
to the runway. Before you leave go to radar and zoom out. You will see the 
Potomoc river to your right ond a black area in the distance ahead. Take 
off and climb to 2000ft. Level off ond lum to a heading of 325'. We are stili 
aiming for the area of black and you will be flying roughly parallel to the 
Potomoc. Adjust the OBI to keep a check on the direction of Shawnee. When 
the DME reads 23 miles, the OBI should be 290', 

At this point start to descend. Vpu are aiming to land just at the edge of 
the area of block* This is about 17 miles from Shawnee* The ground at this 
point is 300ft, so throttle back and try to land smoothly In the green fields. 
Once down you will see that the area of black is really a hill* Increase the 
throttle slightly and keep the aircraft moving towards the hill. Notice that 
the altitude of the craft does not increase* You are not moving uphill. 
Keep looking forward till the DME reads 16 miles. Now look to your left and 
right. You will see that you are entering a giant cove. Luckily there is a new 
freeway hacked through this hill. With even more luck you will not meet 
any oncoming traffic. Otherwise it could get o bit tricky. 

As you continue deep into the cave, look to the rear and keep to this view 
until you see the roof of the tunnel overhead. A little further on switch to 
a forward view and you should see o little hit of green field ahead. Continue 
on until you come out into the bright sunshine on the other side of the hill, 
Now turn to 45' and you should then see the Shenandoah river. Fora belter 
look at the scene go to radar* Ahead of you is the liver running along the 
valley and joining the Potomac further along. 

Now Just cruise along to the river, but steer clear of the apple orchards. Park 
up and get the picnic basket out. Enjoy your meal! 


HG ie6B DATA £hic aSA, Merr i 1 1 C .ll«iRS, 171* 
9,16671 

QG iA7B DATA Chicaso B■ist4Ad,HOWFl,171BB 
,166Z7 

El 4*00 DATA Chicago Ch^6'9,^ChauHDurs Ai 
r Farh,17247,16515 

HH 1090 DATA Chicago HI*St, DuPagv, 17211,16 
466 

HI4 1100 DATA Danvi 11#, V«rHl 1 ian Co, 16471, 
16605 

MR me DATA Dwight, Dwight, 16B74,16404 

IH 4120 DATA Franhfort,FrankfArt,17B20 ,16 
596 

UV 4130 DATA Gibson CitR^GibSon City Muni 
,16694,16464 

VC 4140 DATA Jd1iot,Jo Iiot Park District, 
17930,16490 

EH 1190 DATA f(anliakA#,GroatPF Kankakoe,!* 
fl46,16S97 

YK 4460 DATA Monvo,Bangor,169B0,16646 I 

PL 117* DATA Morris,Morris Muni,17*04,16« 

13 

PK 1100 DATA H«w LBndx,How LonoK-HawB11,1 
70Z9,16574 

9R 119* DATA PaHtDA,Paxton,16570,166*7 

DT 12*0 DATA Plainf ieldj,ClAW Int'l,17446, 
16602 

5J 1210 DATA Rqt^oovi I l 0 ,L 0 Wis UnivmitV, 
17**1,10510 

HR 122* DATA Urbana,Frasca Fiold,16440,16 
402 


F F 
S L 
2 I 
G 
H 
T 

L 

O 

G 


a? 


rage 6 ^ Issue 36 















Mark Hutchinson 


JUST AMBLING 

ACROSS THE KEYBOARD 


I htive been allowed to indulge myself for the next few issues 
with □ new style of column which just 'chots' to you, the 
everyday Atari lovers^ and I hope that you will find some or 
these amblings (or Tamblings!) Interesting . 1 have had great 
problems thinking of a title for this new style column, so can 1 
ask for your help? As you read the column see if you can come 
up with a suitable name that sums up the 'chatty' style and drop 
me Q line. Thanks, Now let's get on with it! 

an you imagine getting up one Saturdoyj having break¬ 
fast Qt 8 om, then working non stop amid a seo of 
strange faces until 3 pm, grabbing o tuna and cucumber 
sandwich and then back amid the sea of faces, surviving until 8 
pm before you eat again? Sunday going the some way but 
without the sandwich and ending up with a whole hour spent 
loading up d van with heavy boxes while the very air about you 
drops to freezing point? A new PACT 6 adventure game? Maybe, 
read on. 

Sometime during the day, it does not motter which day, all the 
faces blend into one, I suddenly tome out of a daze and find 
myself holding several disks in my trembling hand and staring 
ot someone who is offering me o square of plastic. Who is this 
man? Why does he want o receipt? Where om 1? Why can I not 
add up numbers? Panic sets in and I look for help, A nightmare 
come true? INFOCOM unleashes another story? No! The ATARI 
Show strikes backl Try it sometime. Volunteer for the next instol- 
ment in Morch or April and live your own version of a Hammer 
Horror film! 

Seriously though, it is very hard work on the stand and I would 
like to say thank you to all those people who persevered with 
waiting to get their PAGE 6 goodies, lohti Sweeney kindly volun¬ 
teered for o toste of the action and am 1 right in saying that John 
Davidson also volunteered? 


be and about how lucky we are to octuolly attend the madness 
ot the Palace. lomes Cutler told me that his Atari computer and 
PAGE 6 have helped him considerably over the years as he is 
handicapped and semi housebound. The second was from M, 
Gerum who hos a bad heart and who would sorely miss his 
computer. Both these people are in their sixties in contrast with 
the usual image of computers, and Atari in particular, of the 
young person playing arcade games. I have always said that 
computers should be fun and these two people hove proved to 
me that computers can also be worthwhile companicjns. It does 
make me feel somewhat guilty comploining about my little 
aches and pains incurred at the show when I receive such letters. 

W henever I receive a letter I always read It immediately, 
It is then set beside my computer so it will be notice- 
oble the next time I feel the urge in my fingertips. 1 
write an answer and store it on disk, sometimes rewriting my 
response, often adding to it. Many limes it Is eosler to copy an 
article from a magazine in my library (1 keep them all safe and 
sound in binders}. Once in a while I cannot answer the question 
fully because it is outside my scope but then I try to point the 
leader to another person or article that may help. Finally I will 
print out Q copy, read It, mark any errors or notes to be added, 
then get the final version ready. A copy of this is pinned to the 
original letter and kept somewhere safe and a copy is then sent 
out with the SAE. 

Many times I have written long orticles to people explaining 
certain points ond hove never heard if they have helped or not. 
Did 1 give enough detail? Too much? Too involved? I do not 
expect you to reply to my answers, all I ask Is that if you are still 
not sure please write again. 



I would like to thank all the people who said that it was nice 
knowing how PAGE 6 came to be. What you read wos only 
part of the triols and tribulations over several years, there is 
o lot more, ATARI has a full biography, why not PAGE6? 

As you may know, 1 have not received much mail these past few 
months but my last column hos stirred the consciences of more 
than a few, 1 was able to talk to a few people while I worked 
(dare I soy slaved?) on the stond at the Paloce. 1 really do enjoy 
meeting the readers of the magazine on such occasions but I 
must lake this opportunity to apologise to them. When you get, 
literally, thousonds of people trying their best to get served 
something mast go by the board. Anywoy, just to mention a few, 
how did the ST turn out Linda, I hope you decided to keep the 
8-bit? Hello Stan, did you decide on the Star? Hello, Mr and Mrs 
Cook, I received your letter and I do remember the 
converstaion, 1 would suggest a commercial program but I can¬ 
not recommend one so perhaps you could contact one of our 
advertisers and osk their advice. Finally, sorry Ion, hope you got 
the badge back. P.S. To T'GG of the 'Gnome dt Home' BBS - 
about the best in the UK in my humble opinion, I really would 
like to visit the Tower but the Slavemoster really works me hard 
(he does pay for my meals though!). 

I have complained heartily about how hard it was to serve oil 
you people while I slaved on the stand and complained about 
not getting letters, and in the last column asked what people 
used their computers for. A couple of letters came in which really 
did moke me think about how important a home computer can 


s you should know by now, PAGE 6 has token over 
ATARI USER and the magazine Is In a state of flux as the 
Editor tries to decide what you want. Thankfully hun¬ 
dreds of people have been good enough to fill in and return the 
annual survey . For those of you who do not know about this I 
shall explain. PAGE 6 is run by people dedicated to ATARI, both 
8-bit and the ST. We try to give you, the reader, the best we can. 
To do this properly we need to know what you want in your 
magozine, yes, YOUR magazine, not a one-of-many publication' 
If you do not have a survey form or, more specificolly. If you 
have previously read only ATARl USER, pleose write to the Editor 
and let him know your system, likes and dislikes of the magazine 
and what yoa would like to read about in future editions. 

Having indicated that them may be a few changes there is a 
very strong rumour that the 'Readers Write' page will be expan¬ 
ded to include more specific queries. Now have a guess who has 
been volunteered for that job? 

By the time you get to read this it will be well past Christmas so 
I hope it has been a pleasant one for you all. 

As always you can write to me at the following address. 

Mark Hatchlnsan, 

1^ Hollymount, 

Eiinvule, 

Flnaghy, 

Belfast BTIO OGL * 
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DISK BONUS 


COLOUR ENHANCER 

a graphics utility by David Blackshaw 


Colour Enhancer ollowji you to create new pictures or enhance existing 
Micropointer, Atari Artist and other GRIS picture files. The program will 
work with files which have beera stored in either the hOrmu] 62 sector 
format or in the special space saving compressed format used hy Atari 
Artist. Colour Enhancer allows a choice of four different colours on eoch 
display line allowing 12S colours to be used in the same screen. 

Pictures dlwy be enhonced using either a foystlck or Touch Tablet ond and 
o few simple key strokes. The program l.s Intelligent and will automatlcolly 
load pictures in either normal, compressed or enhonced format. Pictures 
con he saved in either normal at enhanced format. 

Although written for use with other painting programs such os Micro¬ 
pointer or Atari Artist, Cclnur Enhancer has both a plotting mode a line 
drawing mode and a fill mode and so con he used on its own to creote 
new pictures without the need for any other painting program. 

GETTING STARTED 

To load Insert the disk in drive A and boot as ariy other disk. The 
program will operate an ^OO, ftOO, XL or XE machines but requires a full 
48K to run. Hold down the OPTION key when using XL or XE machines 
and removal of all cartridges on other machines. After the title screen has 
appeared, press START to go to the drawing screen. 

Initially the program is In joystick mode indicated by o flashing cursor in 
the centre of the screen. The cursor cun be moved around the screen using 
the joystick. pre.ssing the fire button wilt collw a line to be plotted as the 
cursor moves. You may toggle between joystick and Tablet mode by 
hiding 'J' oo the keyboard. In Tablet mode the screen is initially blank 
with the cursor only appearing when the stylus is touching the tablet. In 
Ihis mode drawing Is achieved by pressing the stylus hutlon whist moving 
it over the tablet. Anyone who is familiar with either Micropainter or Atari 
Artist will feet ot home with Colour Enhancer even though a number of 
commands have been slightly altered. 

An explanation of all of the ovoilable communds is given below. Unlesit 
mentioned otherwise the action of the command Is the same in both 
joystick and Tablet mode, 

GENERAL COMMAND 

SPACE BAR ' Will switch between the picture screen and I he Option 
Menu ond exts many of the command modes, when in Touch Tablet 
mode the Option Menu may also be entered by pressing the stylus button 
with the pen OFF the tablet. 

PAINTING COMMANDS 

1-4 - Selects the paint pot from which the colour will be obloined. All 

painting is carried out using solid colours. 

C - Allows the colour in eoch of the four paint pots to be changed. 
Pressing 'C' followed by ' 1' selects pot number 1 to be changed. 

After the pot has been selected changes ore made by pressing the 
ormw keys 

UP ARROW - Increases colour one step 
DOWN ARROW - Decreases colour one step 
LEFT ARROW - Decreoses luminance one Step 
RIGHT ARROW - Increases luminance One step 

Exit this mode by moving the joystick or hitting the spacebar. Colours 
may be changed on either the paint screen or via the Option Menu. Sec 
below for additional imtructlorLS fur changing colours when in DLI mode. 

D - Selects Line Draw mode which is indicated hy the Line Draw 
cursor. Chose the point to stort your line and press either the 
joystick or stylus buttons. Release the button ond move Cursor to 
the point you wont the end of the line to be and press the button 
again. A line will be drawn between the two points using the 
colour from the current paint pot 
I* ‘ Returns from draw mode to plot mode 

E - Erases picture but not any DLl's which have been set. Provided 
that no other commands have been used the picture may he 
restored by pressing 'U' 

F - Fill Mode. Tilts an enclosed area with colour from the selected 
paint pot. Use the BREAK key to stop the fill at any time 


J - Toggles between [oysikk and TO'Uch Tablet mode 
U - Undo, This will undo the last plot, draw or fill restoring the 
picture to Its previous form 

Arrow - The cursor may be moved by the arrow keys in the loystkk mode 
Keys (do NOT press CONTROL or SHIFT). Pressing the joystick button ot 
the same time allows plotting to take place. This is useful when 
greater ocxuracy is required than can he achieved using the 
joystick. 

SPECIAL DLI KEYS 

A - Add or remove DLI colour change iMinLs. This option Is only availobie 
when DLrs hove been activated by pressing 'E' whilst in the Option Menu. 
The cursor will change la an 'A' with an arrow through it ond con be 
moved with either the joystick or stylus. Pressing the ^len or joystick button 
uctivates a DLI colour change p<>lnt al the cursor position which will be 
indicated by the DLI marker. Pressing the bunon whiEsi painting to any 
active DLI will turn it off and the marker will disappear. Use the spacebar 
to exit this mode. 

C ' The use of this key is changed slightly in DLI mode since colour 
chang^es are made to selected parts of the .screen rather (han the whole. 
Each of the four point pots can be changed bul the colours selected will 
only change In the area of screen between two selected DLl'S. 

Pressing 'C with DLFS activated illuminates the DLI marker and the 
cursor changes to o 'C' with an arrow through it. Move Ihe nirsorto the 
area of picture you wish to change and presi the stylus or fire button to 
select this area. Colour changes cxin now be mode to the four colour paint 
pots by pressing 1 - 4 and the four a mow keys. Colours only change 
between the upper ond lower DLI markers In the orea of the cursor. 

After colour changes have been made to one area of the ploturtf another 
area tan be selected by pre.ssing the fire button again, moving the cursor 
to the new Location ond selecting this orea hy once again pressing stylus 
or fire button. Exit by either moving the joystick or pressing the Space Bar. 
An additional comma ad is available to change the top border colour. 

After selecting 'C' press 'B' and the urraw keys to change the colour In the 
top border areo. 

Move the joystick or press the spacebar to exit this mode. 

OPTION MEND 

The option menu ailowj pictures to be loaded and saved or the disk 
directory to be read. In addition the DLI mode can be octivoted ond the 
colours currently in use seen or chong^ OS desired. Follow the on screen 
Instructions to use the various function.^. 

E - Enables or disables DLLS. Note thot any DLl'S that have previous¬ 
ly been set will be erased if this option is used but your drawing 
will remain intact. A previously saved Enhanced, picture will switch 
the DLl's on when loading 

S - saves your picture to disk with your selected filename. Note that 
an extender is not required as the program automatically adds 
.PIC. The screen will blank whilst the picture is being saved 
L - Loads o previously saved picture with a PIC extender. The picture 
may he In either standard, compressed or enhanced format. No 
need to worry which as the program will automatically adjust to 
the correct format. The screen will blank during the load process 
I ’ Enables an index of pictures to be displayed. Names are displayed 
one at a time. Use the spacebar to .scroll ihrough them. Pressing 
any olher key will exit without reading further titles 


Colour Enhancer is fhe Bonus program an t/tfj issuers 
disk and comes wffit ihree ekomple picture files. Disk 
subscribers will have received a copy with the magazine 
but fhe dlsk^ w/tfeh canlainj' alt the other programs from 
this issue ready to run, may tw pwrcftojtd separately for 
fust L2.95. Send your or Postal Order to PACE 6, 

RO. Box S4j Sta^rd, ST16 WR. Overseas readers should 
add SOp to cover postage. 
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MUSIC 

BOX 

by Kristofer Andersson ■ ■ 



Sometimes the :^implest of progroms ciio be quite a lot of fan, although simple to 
use programs ore not always that easy to writel Music Box is a nice straightforward 
program thot plays what you draw, oil you hove to do is draw a graph in the box 
provided and Music Box will tum it into your own special tune! 

Type in the program using TYPO HI to check It as you go and SAVt a copy to disk 
or CSAVE to cassette. When you run the program, you will be asked for your name 
and will find a special tune played os the program sets itself up. Now choose between 
Q slow or fast tune with the joystick, press the fire button ond you will be presented 
with a box in which you draw your tune, just draw away and when you get to the 
end. your drawing will be transposed into a tune! Simple, yet great fun. 


tl I REH 

HF 7 REH • » HJSICBDK ■* • 

no 1 REH ■ by * 

cn 4 sen • KFistofnr flndtrs5Bn„ 514 * 4 *^ « 

EO S REH * “ —^-------• 

IK; ft ntH » PACE, ft nACAZlHE - CHbLANP ■ 

Eft 7 REn N HKH H H IPmift ■ HHM H H WWPftft R M WKH R P 

10 in READ RR^ai,02,PI,anjAE>an, 07 jaSionr 
REa,dil, ail i at3 , al4, ni5,aib*ai7'p 019, 

1,azi,PZZ,aiTiaiB.asi,piz,0*7,044,044 
OE Li AEAP 077 ,aai,Dinn,0111,AIZR,014ZiQZ 
•ft, dZ4t, aisi,aZll4,aZ47,aR7B,a4*ti,a4Bi., 
aitni, as94,059 4, ozsz, oaoB 
•H 14 9ATA n,1,Z,4,4,5,6*7jft,9,10,11+1**1 
3,14,15,10,ZBb*,5**0,19,21p ZZ,Z1,ro,3i 
,31,47,40,04,77,91,41«f.121,1Z5, 15Z 
JH lb DATA im*, Z43,4251,42E4,4Z55,4Z7B, 3 
4Bb,I5tO,4EB>,3545,1595,75Z,49«9 


Itj an RbfO 90 

UT 05 PDIte 1791,a441E=*0! FOB liOn TO 0711 

F PEEKfIFZ04«Z5«1=D4 THEN HCK? I:PETUA 

H 

UV SO pa«E 7S4,197E||EtunR 

BN 9* bIH I1940IJ ,H**O2ii,4E*COJl»,P¥t0Z2J 
IFQR l^ni TO 013}RE4D EtPTfI7=niHEMT 1 
CO ZOO GRAPHIC9 a0r»D9UB B5 t StTCaiDR OZ^ 
a,9t99ETCDL0n n4,qa,OBt? It !T 


niprmH 
TO azB t t* 


UP nnwwT'tt 


:7 ► natatra,. wt+ai'i yo 

:T St St It =====t5T^V; 


ro ZIl t '' = ==== ====■' 

pt Z 5 B t IT I? "r r will stBFt tfl 

“St "1 pi*y yaur n*.»»+... "tt 
lP 251 t “ Praii- [!lMlllsll‘i w*iba ybu‘r* p#i 
dv" 

rv 141 posrTiG* o4,i'4irQii i=:ai to ouit 

■•MCHBlCftlOT jAMROllHtl'l ^ 

BH ZBft P051TI0R 35 ,nBCF 6 B I-Pl TG Oils? " 

B»«]CHH((Alt 1 j cHHtcam j iwewT it* chq5 c 

101 Jit It ” 

EH 247 t 

EH 241 POSITEDH 04 ,ailirHPUT HCBCt-RtiPO 
KE 1752,011* '* “sPO^rTIGR 00,011 S 7 " 

H 5 3 it Fqi x^ali TO 01 5 ¥EP ’■dll IF Htcx,P 
J-T, .. TtrlK RCHT X 
FR II* IF x>a« THEN BE«=BE*C 11 ,K 1 
NI 3 TB IF XidO THFX XiOll 1 M 5 -"*T*Bl - ■PM 
>■ lOf*="Y9UP dTARI" 

OU IS* IF XtdZl TNEB FGH 1=01 TO GTi-XSO* 
CHlTl=Xt 41,11 SPIEMT T 

DP S*B 5000* Dl, 0241,010,OliSOuRfi 02,QIZI 

,BJLa,d 3 ]S 0 Un 0 03 , 0241 , 010,03 1700 H=ai 
TB 021 

RT 525 IF XiOl THCR 1=01 1 InOllJ=01tZlCa4U 

1 OlO* 

UK 510 IF 0=0*2 TMER *z05SISO*tJ=95tG05UB 

dZOO 

H5 530 IF H=015 THER KzrQ7 [ I 1 I J=.0# 1S C05U 

H *200 

pc ftfta If ri=ai9 THER 0^4 91 7=0 3 ] J±ftO 3 b05l>4 

RZOO 

F5 5*5 If M='0ZI THER 0zoil risoz t J = 047 [ 405 
UB OIBB 

VO 55B M*5;4fBiC*5ClRttlCl>» :Rl=LFReH*l :K2= 
URLfHt IKl,Kl>}isounn nB,PTIKlt0B>,Ol4, 


D4sr0n H=<H TD XtSlSHEWT HSOEKT H 
KO 5BO 5DUHD 00,0*52,414,0*P5DUnb 01,IBB, 
dlt,0Is5DURD 02,05**ai4,02:5DURO 01,45 
,diO,01PlCTCaLDR a2.02,DlS 
FJ 5BB Fdfl H=01 TO 444SHEXT 44 
LH *a*B DIM HM(04B1 , MHl 10453 ,Hn210451 ,4M{ 
ana* , I9V10411 , DO* 1049) , RUZ CR4a) , HV (522, 
031 , PZ ID22) , HH 1051 , FWl rOOl , FBI2 1061 
MR 109* LO=022 4l 9 = 049 S HK=L9(^OB 
OC *121 Data Z4J,2lt,193,laz,142,144,*25, 
L21,IBO,95,9 *,51,7 2,5*,5B*53,47,45,4*, 
IS,Si,Z9 

FE *14B FOR 1=0* TO OZZpOEAD *3PZ(I)=XsRC 
XT 1 

IC **4B bflTA 1,1*3,3,5,5,5,9,5,10,16*12,2 

2,15,15,15,17,17,It,19,ZZ,72 
dfl 1155 FOR J=ai TO Glifoe 1=01 TD 0Z2'. RE 
AD H SHVCZ, uP) =H : RFXT tSXEHT J 
UO *271 tOTR 1,a,1,0,1,6,4,1,0,1.6,1,5,4, 
1,«,1,5,1,5,0,1 

UE 1172 OdTA 1, R, 0, 1,5,1,5,1, ■ , 5,1J 5,1,4, 
1,9,4,1,9.1,9.1 

TZ 1173 RATA 9,1,0,4,1,9,1,0,1,*,*,I,9*1, 
«,1,5,9,1,0,1,5 
FI lit* 5Dt4 017 

Z5 llBB 90UN5 I, *,015,03lOETCDLOO 0Z,az,r 
AD *2*Z RETtlRK 

U ISO* SOUXb on.PTCfll),a*5,02:f0R Msni T 
O LJ tRRHK)=R0tPEKT KaFOR «=01 TD Lt 9 
TEP A«flH.;RO*ex*=41lHeMl * 

Hi4 102* SOUND pa, PT (02) ,019,52 trOR M = R4 T 
D L 3 STEP *WHXlDUl(N)=ailHEXT H^RUICL* 
liSGDIfdd K=01 TU 19 SOOZ 1*3 =aBtlNEBT X 
OW 1555 ft2=*AATK*SUl:KZ=ai1 FUR 1 = 0* TO I* 

T(tlttfi)7d211fOfl X=K1 TO Kl+At STEP A" 
RXpEF n)L9ta 05 X(A THER 15*5 
ZG 1567 .502 [X’Al =01 

P5 1966 HERT XlEOR J=0O tD A-6;S0WRB 04,P 
T[d7t CXHT(ei*Jl702)=lit*1^02)),QIB,dZ: 
FDR M = K.2 TO K2*A"* ITER *RRX 
at zS7t IF H.>L9*A DO H(A THER 1570 
ZJ- *577 RV2(M-d)=a* 

VG 1570 REKT M!Kl=«I+A[aEXT JlK*=H**R2JKZ 
=H*iREHT I*R'UIlL3)=00 
CU *BtS AETURH 
HX ZBBB REM 

DM 2592 graphics □*4t3CTC01DR 02,07,01194 
TCOLO* 04,07,03PPOKE 0752,01it CHOSfP* 
25); SOUND o5,aZ4J,R*5,0'l!S01JRb Ol.OlZl 
,019,0 

IR Z514 SOUND OZ,09*■01*,*1[SOUXD 01,047, 
OlO.OlfPDSlTIOR 07,D2:? "Start to t*lT 
th* rvtbH i";POSlTIDn 05,00 

HO IBS* ? ■■ SLOH . . ... F*ST *'! 

POSITIDH *iz,fliztt "USE JDT4IICK";P05l 
TZGR 01,2* 

if 1 * 9.9 ? *'''Pr* 5 i r*4 buttppi WQU'r* r 

• r 4V .“tOOSITIDB 019,0717 "**^i tfOi lt=D 
1 TO llltHCHT HiSR= ai1RC=0*1fR=01t 
53 2*91 I = fl'19 

EC 2129 ir 5TRTGIDBl=d* THE* 2244 
ZH 2lS« FOR H=D1 T4 Dili NEXT HtK = STTGN1D* 
1 HE *=07 AND RC<FR TMCX HC = ftC+aiIPOSi 
TTOR l,07:t " "J 1 = 1 * 01 cPOSTirox T,07 pt 


SJ Z15B IF KrDll AMD flOftR fMER HE=Re-OlJ 

POSITIOH 1,071-7 ■■ ";I=T aiJPOSITIOB I, 

07 Et 

PJ 217* GOTO 2*2* 
ze 220• REH 

RS Z 20 I POKE 077,a*:t05UB 4595 3 If 0'C = B1 T 
HEX B=aO:D=a3iRX=R2 
Ft 2215 IF RC=OZ THEN 4=0719=03ERM3R2 

OF 222* TF RC=d3 THEN A=S5 

DR 222 S IF 0 -C = O4 THEM BiGA 3 6=03 > RK=Q2 

BH 2ZI* *r RC = 05 TMEX A=0Ii4-02:R9=:Da 

Cl 2235 IF RC=a6 THEN ft=d6aB-R*lRX=02 

CU 224* IF HC=07 then 0=0* 3BSGI 3»K = 0* 

RE ZZ45 IF RC = RB IttEX ai:o7 P*“03 tOH = ai 

F5 ZZ3B TF RCiGt THE* 0=-R5 PO = DI 1 RX-fll 

6* 2245 IF *C = Ol9 THEN A=d4!6=03 IRK=Ol 
ZF 725B IF PC=R11 THER ftiOI:5=P7>PR-Ol 
CE 22*5 If nc=ai2 THEN drD5tO=Rl5RX=al 
GJ 2275 6DlliD ISBBaSOURD GB, 0*, RB, 05 SGRRF 
HIES OftasEfCOlOH o2,02,02iSETCOUnH 04, 
OG^RRaCOLOR RlqPLDT Q15,09:DRAHTO 064, 

04; COS 

AC 3115 DHAHlO 0*4,03*3DROHTD 015,0311**0 
HTO 015,09:700 1=0* TO Ltaif ROltn Ttt 
EX PLOT 1*0*6,032 

CJ IZ4* XE«I IfPOKt 0752,RlJt :7 at t? 

DRAM Vdtin WtDDy *0HP''i7 fH = D*lPT-a 
6 ;MH{N1 ±PV :f LOT HtOlS , 03±-lH4fX) 
fH 3325 SOURD 05, PT IFWlKH ■ Rl4,flt 
IZ ISII REH 

TO 3335 KS5T1CX15S>Iir K=»7 THEN DV=O5aG0 
SUB 04*5 

vm 3345 IF K=a* THEN DT = 0iPCO.SUB 044* 
m 315* IF 9=05 THE* PV=-61tGa4UB 04** 

VJ 3346 IF HtR*4 THEN PTSOUGOSUB D541 
RD 33EB IF N=OtI THEN DFS-01:g0SU9 05*1 | 

PO 33*5 If «=P)* THEN 609U5 36*« 

GE 338* SOUND 0*,PT EWKKrt * 514,0* j 

15 319* IF X>=L9 THEN GOTO 399B I 

U* 3395 GOlR 3333 
IC 34B* REH 

DH 3441 POKE tt7f,ft*lPT = F91(M)tDTtlF fT<01 
THEN PT=01 

TC 3430 If PT>L* THEN PV=L5 

FI 3445 K=x*01 1 FBI* X*=PVlPLOT X+015iB31-WH 
(X) 

j CC 3495 RETURN 
II 35*5 HEH 

KA 35B1 POKE R77,RBtrtH(XlSF»1tKJ+0TiIf HHt 
X)(D1 THEN MH[H)=01 
JO 3515 IF MHfX)>l* THEN *iReX5=C* 

ZE 352* If BT=-ai THEN COTG i*SS j 

HO 1525 IF l*l(N)>PT THEN GOTO 6665 \ 

HT 353* COLOR d*;PLiqT x+OlS.Oti'iMMlPD-m ; 

llDRAHTO X*DlS,*31^01iCOLON Ol 
RO 154* GOTO 0494 

UH 3555 IP HMfXTtPt THEN C9fO 05*5 
NH 356* CDLOB OOS fLOT R-FOIS, Rll’" UWf*) *^■1 
1[DNAMTO XFai5,03*-L«;COLOR 01 
HZ 24** GOTO D43B 
RR 3545 PLOT m* 015,031-1*11X1 
CC 3«9« RETURN 
TK aftB* REH 

XH 3441 POKE 077, 0* ;PK=X t IF K>01. TMER M=9 
-D1 

BR 3*2* 59=1*1 (It) tCCLPR BBlPLOT PM*01S,flI* 
-OllDROHTD PN +015 .D3i’t*aCOLOR 01; Plot 
X4ni5,031-1*1 (N) 

CT 3596 OETUHR 
IM 370* REH 

9M 371B FOO 1=01 TO DIOeCPLOR BtEPLDT I** 
15,*31-011DOAHTO 1*015,531-L*tPLOT l*i 
15,a3Z;COLGR 01;PLOT 1+016,oai-HMIIl I 6 
EXT 1 

CN 3795 RETUNN 
10 36** REH 

UP 391* FOR X=dl TO 0**SIF R0IM»=*1 THF" 
SOUND 01,RB,0»,a* 

DH 393* SflURD Dl,PTfF*1IKil ,01».B«IC*L(* * 
DiPLDT Xt015, Ull-HBIXIa COLO* OltfOR ^ 
Ol TO flZJtNEXT H^PIDI H*fll5, nsi-MHlX* 1 
RENT X 

JC 34te SOUHB al, 0**110,09 
OH 1495 NETURR 

HH 39*4 t It t7 tt r." 

CH 39*5 SOUND 09.0*,95,001POR X=R1 TO tta 
ONIXI^HHCH) ;RO*ltl=0Wll*l INERT KliOSU* 

' 06B*eGD9UD 37O*i 40SU* Taai 

ET 399* 7 I? tt " SMUT UPl THE CPI*OSI 

TOR 15 MORIfINC”lt IPOR K=R1 T* l9iPBIl( 
M)=MH(R]tREHT X;GD5U4 01** 

ZS 4**5 fOA 1=01 TO 06 t«»l eii=FlH(I) tREMI 
la FOR K=Ol TD L9 tHH 1X1=0H(H} tREXT McGEl 
5Ul SSBBaFOlt N=fll TO L9tBM (*3 “PUZ IXt a 9 

tXt X 

*T 4*35 GOSUB 0144 tFDR X=0* TO L9i*BfZtX) = 
HHCXiaHEXT XlCDSUl OlOOafOA 1=0* t* Dt 
1F*12 4I)=HH(I1 tREHT 1 

•E 4*75 T t* "H50E THE J699TICR TB HEAR 7 
OUR SOHC "Jt 

EH 4*94 If STNIG(a4l=ai AHb STICKIOB] =0*5 
THEN 449* 


I 


J 
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nn 

4B54 

? :? 1POKE 6S7+fH6-LfXfBE$J^02 

IP 


t be5;"r hiri Ddiv" Icgtd oib 

m 


RFH 

VT 

4110 

TC=00;5C=00l0C=00tTy-p0?5U=0O!DU= 


ae:rDR to l? i HK-::IHt c cm-rII/HX} : SO 


UND ee, PT CDHtXI 3 ^uic , 0:2 

Z V 

413S 

xr HM-ne dr hkO (x-Oi> rxx THEM 42 


75 


vs 

4140 

If TV>5y AHO TW?OV THEH CDTO OZQl 

At 

4145 

IF SV>TV AHO 5V>PV THEH GOTO 0254 

An 

4150 

IF dV>TU AH6 bV>5V THEH GOTO 0257 

Ffl 

41 SS 

xr TV-9U AHA 6W=AV THEM 4200 

nH 

4140 

If TV=5U AND TBC=SC THEH G Dt O 1326 

HH 

ll 

4145 

If TU=5U THEH GOTO 0254 

HV 

417b 

IF TV=DV AHD TC^=PC TKfH CDTO 025 

JK 

4175 

If TV=6U THEH GOTO 0257 

LE. 

41 SB 

XF SV±DU AHt BCftC tHEH UOTD R254 

JR 

4105 

If SV=eV THEN GOTO 0257 

HR 

42bb 

IF TCtSC OHD TC<DC THew GOTO R251 

Dt 

4ZDD 

If 6C<TC AND 9CCAC THEN GOTO 0254 

SL 

4Z1B 

XF PECTC AHIF DC <66 THEH GOtO 0267 

YA 

4215 

IF TC=5C AH6 5C=0C THEH GOTO 0251 

5H 

422b 

IF TC=5C THEH GOTO 0251 

IW 

4 220 

IF 76=00 THEN GOTO 0251 

RP 

4230 

XF SB=DC THEH ODtO 02S7 

LS 

4 2 53. 

TC=TC* *ni3 HI CHXi=ai:LDtd 0270 

OG 

4 2 54 

5C = 5C401 ; HH ClHNl-04 eGDTD OZTB: 

GO 

4255 

PC=Oi:«Dl ;iHH CHXT = Q5; GOTO D270 

Z1 

4270 

TD=00:5V=a0;DV=a« 

lU 

422E 

TV=TU*HV inniKl +01} 1 5V = 9V1HV CHHC.X} 


, n23 

l>V=DUYHVEm(Hl ,031 : NEXT H : 5DUH9 d 


DB 

ao j. □ B> 3 m [ □ B 3 1 

CR 

*299 

RETURN 

IJ 

4500 

REH 

GN 

4505 

FOR M=01 TO L9f«H=IMT(CN-(HT7NH}+ 


QllCDSUB 4010 ITF HH <> C EX - Rl 1 7KX } * RJ. TH I 


EH 4SE5 

QQ 

4 525 

IF Hl=ai THEH Hl=011H2=06aH3=Oia 

Tto 

4510 

IF |4H=P4 THEH 41=0* rN2-06 [HS-Oll 

HH 

4 515 

IF HH=05 THEN Hi=0 2 ; H2=Q5 : H3=:09 

KT 

45 4 0 

50UKR Ol+RO+OO+ROiSOUHb 02+05.06+ 


OOlSDUHO 03,00,00,00 

ZK 

4555 

IF RV=Q1 THEN SOUND 55,00,00,00 

U« 

4 500 

SOUND OBjPTCHHl+014.06[CCLDR 06EP 


LDT X4111S, 031-01 iORANTO H1015 031-LO c 5 


DUHD 

□ 1. PT (till + 016,02 : aaUHD 02+ PT CH2} , 


□ iBj az 

'BK 

4590 

SOUND OI + PT (H3>+1310+02 CFDR H=G1 T 


0 05 

NEXT H:COLOR OllPLflT H+OIE,RXl-HH 


IHEXr K 

AV 

4590 

SOUND □1+00+DB+OeESOUND □2,00+□6. 


QBiSDUHD 03.90.00^0015011X0 De^OB.ROj^aB 

AO 

4609 

RETURN 

10 

4 610 

OEM 

AV 

4615 

IF SSOQl THEH 4630 

zs 

4 620 

HM=HH1(M1 !nO = RVl (Ml : |hIH=HH 1 tMXl 

ul 

4620 

6DTO 4640 

CG 

4 630 

HN|-Mlt2(K} ;RV = RU2 (Xl ;HH=WI(HK1 

BA 

4640 

RETUflH 

5P 

4 009 

HEM 

«ir 

4019 

3=01 

LI 

4015 

IF RV(I)=0« THEH HHdl =mil-ai} 

DZ 

4S2« 

1=1991 a IF 1^=040 THEH 4515 

TH 

4 630 

1=040 

QU 

40 SS 

£=1^01] xr Ht(lI9=t(H(I+ail THEN 463 

50 

49*9 

£73 «J7i ! PH (11 =PZ ( HH CXI 9 

DK 

4045 

IF l{04a THEH GOTO 4640 

CK 

4940 

RETURN 

lA 

5000 

REH 

ft 

6091 

POKE R77+DBa66=OlaGd5li0 0603:56=0 


llCOSkFO 0593 1 55=92 1 C05UB 0503 i 55=01 ■ ED 


5U9 0593;tD5U0 9990 

VZ 

5092 

IF X=qi THEN GOTO (110 

tu 

5099 

GOTCI 017 

IK 

6609 

REn 

\kK 

VS^Bi 

TK-OBu BlK=l-B<^ FOR K^QJL T L^E^DUHD 


00,PTC0HfHl} ,ai4,01:Xf= tmiH)>TX THEH T 


H=MHEX) 

£0 

5539 

IF m(X3 <eN THEN 6H=l*ltH) 

re 

66 3 5 

HEHT K[CX=ClTX-BXl70ZI*6X[FDR X=a 


1 TD 

19 cXSPtff EX} 1 SOUND DB+ PT EQHiEK} } + 014 


+ 011 IF Z>CK THEH HHCMI=I-IWTfII-CMl 702 

JG 

5500 

If Z<CH THEH ttN(K}=Z4IHT((CH-Z}/0 


21 


YP 

6990 

HEHT HtSOUHP OO+DO+OO+DBi 

C V 

6699 

RETURH 

IH 

9 900 

Hcn 

FO 

9920 

’ !7 :? !T "t RED BUTTON HE 


H SOHC':? “^HDUE JOYSTICK - REPEAT"! 


H=-tai 

HK 

9 940 

IF STICKIROlO016 TNER 9976 

XU 

9945 

IF STRXCfDBlC9ai THEH 9970 

YL 

9955 

GOTO 99*0 

BB 

9976 

X=N401 

IX 

9975 

N=H+ai:PDKE 077,00 

cu 

9995 

RETURN 

HY 

9999 

END ^ 
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4 K«»-KQpr « wly Cle.» nc. P4P 


Swd a Eh«qiw,Kp*|«bl* to: SOTTSCAH, (thpL ALI}, PO BhU, HMhrdTd: 
US uaflL AhM 4 urdhtiUn my vt* by Wtf^wrto lor cbm dby- 
patch! Our ^hacan Ealitogua,.taatu(ilng aoltiim Iw mil mmpulari, Indud- 
Inp 4t Awl XLJlCEAT.i3fidO, to lupfiitod with laeh nrdar, ar aknpty land SOp lor 

■ espf bf tlw lilHt Ihhl G3 
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Admit it! Paul Lay^s 
latest sfface shoot out 
is just too fast for you 
- you are doomed! 


Your planet is being attacked by hordes of alien space craft and it seems you are the last hope of 
survivaL You sit behind the controls of a Surface Runner vehicle which glides over the surface of the 
planet at an incredible speed. You are protected by a force field and armed with 
a limitless supply of photon missiles. You are the STAR RIDER. 

The object is to blast as many of the olien spacecraft as you can, without letting them get past you. 
Every time you hit an alien your score is increased and your shields are boosted^ however when an 
alien gets past you it zaps your shields making your Surface Runner vehicle shudder. 

The game is over when your shields have gone. You will find STAR RIDER fast 
and furious especially at the higher levels, if you ever get that far! 

STAR RIDER CONTROLS 


TYPING IT IN 


STAR RIDER is a single player, oil machine code 
arcade style game for any &-bit Atari with at least 
48k RAM and will run from both cassette and 
disk, fust type in the listing, using TYPO III to 
check for mistakes as you go and save a copy of 
the listing before you run it. 

The program you have typed in will creote a 
boot disk or tope so you will need a new tape or 
ti formatted disk. Load the program, if it is not 
already in memory, and RUN it The listing will 
check the DATA statetnents and tell you if there 
are any errors. You will be asked whether you 
want to create a Cassette or Disk version, make 
sure that your cassette or disk is ready and 
answer accordingly. A bootoble version of the 
gome will be created. 

To run the cassette version, rewind the tape and 
switch your machine on with the START button 
heid down. The disk version con be run from DOS 
option L or the program can, be renomed to 
AUTORUN.SYS when it will run automatically as 
the computer is switched on, providing that you 
hove written the DOS files to your disk. 


START begins a game at wave 1 
1, 2f 3, 4, 5 begin a game at levels 10, 20, 30, 
40, so respectively 

T Toggles vertical control of the 

joystick 

ESC aborts the game 

SPACEBAR Pauses/resumes a gome 

Use joystick in port 1 to manoeuvre the 
crosshair sights and press the trigger to fire 
a photon missile. 


HIGH SCORES 

if you manage to survive that far, you will be able to 
enter your name on the high score screen. Moving the 
joystick left and right will move the cursor in the 
appropriate direction and moving the joystick up and 
down moves forwords and backwards through the 
characters. When your name is complete, press the 
trigger and your name will be entered. On subsequent 
high scores, the name entered appears as a default to 
save you entering your name each time. 
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MO 1 REH MKK I C I IIIim W KWW H J I M I C I CW H WttKmi l fl l imwn 
OJ 2 RCH * 5TAR: RIDER W 

£C 3 R£H « « 

dJ 4 REM « Provr^HMed by P^ut t4v * 

ZE 5 REM « # 

5^ fr HEM *- --- m 

OV 7 HEM « PAGE & HdEAZlHEj EK6LANR * 

MU S REM M HI C I t ll l l lH iMI t l t M imi lMHi TWI IMI I i CRMJ I WM i tH 

GG 9 bEH * 


JT 10 GbAPHJC^ 0:RIM C0DES^t97l , HEKC2Z9 ERA 
0^11,12,13.14,15 

GT 20 FOB I=# TO ZZiREAD J ; HEK CI> = J HEKT 
IS? :? "5TAtt RIDEn«*i MRITXlfG^O : T J? "*» 
« GMECKIHC RATA" 

UH 30 TRAP 9A:RE5TDRC lOeOEFOR LIHE=:l 0 OO 
To ZSOO STEP 1*:? '‘LIME "^LIHEjSCS^O 
MG 40 HEAP CODECS IF LIME OPEEK C1S31 4-Z56WP 
EEKClftdl THEH ? ■' MISSINGEND 
FC 50 IF LEKCCOOESli 095 THEN 00 
BI 00 FOR 1=1 TO 05 STEP £i0VTE=10WHEKCAS 
CCCORE$ CI3 3 -403 +HEHfRSC CCO0E$ CI-113 3 -411 
3 

LI 70 IF MRITIHG THEN PUT til, BYTE T MEKT I I 
HEAD TOTAL;? ;HEMT LIMESCLOSE Hi;? ;? 
"Mmm FILE CREATED'-: END 
TC 00 CS^GS-BVTESHEMT T;REAR TDTAL±IF AOS 
CCS-4.ODO«INTICS/1O0B)3=TOTAL THEN ? ;N 
EHT LINE^GOTO lOO 
SY 90 ? " BAP DATA-'[END 

lU 100 ? !? “»** CREATE FILE":? ■■C.,,CASS 

ETTE CBOOTl'-;? "O...D1SK COINARV L0AD3 
"JPOKE 704^2^5 

CM 110 K=PEEKC704I;1F K=2S5 THEN 110 
HO 120 POKE 704^255 1 IF K = 5ft THEN 150 
AP 130 ? "REAPY CASSETTE AND PRESS RETURN 
SOPEN ltl,8,1ZII,,"C : ? : RESTORE 1O0 

IM 140 FOR 1=1 TO 5:READ JtPUT ttl^JiNEKT 
11? ■? HttITINC PIEE":MR1TIHG=1;GP 

TO 3ft 

MB ISB ? --INSERT PISK HITM DOS AND PRESS 
H£TUR||"j s PONE 7P4,25S 
GR 16ft IF PEEKC764301Z THEM 100 
KG 170 POKE 7G4,25S;QPEN HI,S,0,"D;AUTORU 
M.SyS":? ERESTORE 190SGOTO l4ft 
KT 100 DATA 0,60,247,31^0,0 
HE 190 DATA 255,255,251,31,190,01 
KK 1000 DATA 4CD726O««0eBOeO0ee00ftft00eOO0 
003ftF3FFFFe03ft3C3CFFFFFFFFfteoooO0CBCCF 
CFFF00BO0#«eOAOA7969O0ft<GD4ppE4, 931 
IB 1 O 10 PATA EEF4FFCCC9D7P5E7E9FrF9CC'9C7D 
5P7E9EFF9FeeC04ftDP4EEE4FFF«ftft0O0BftA0Ae 
9796S959Se007eea9B99F4«Fa4OE«0 j 73 
LH 1020 DATA 00«ftft0F7FSE7E9PftODeB0e7FSF7E 
9EDRPeO'Oe04FFft4aE0OOO000BB9S95B5«007OO: 
0999 0ft00eOOO0CODAE9F BOO OOABBCC, 23 
PP 1030 DATA OPEEOFOBaftABbBCCD 0 EEF 00 eO 0 Ae 
O0CeD0EAF90F7ESO9OA0BO«aSBFFODCCeBeft0O 
00ft0PFD0CCO00OO00ftftftFOE7000900,094 
LE 1040 PATA BBOAftee0BPftB9FBO9DA0BBCCPP£E 
FrEEPDCCBft0eDBB0F9OQp90ABB00ft000000800 
0 eBeBoo 0 ooeo 0 ftO 0 BB«ft 00 oeoo 0 Boo ,S49 
ZO IflSft DATA OO00ft000OOO0OOOO0O0O00«000OO 
ft 0 ft 0 OO 00 OOOAfle 0 Booft 00 oeoe 00 e 000 B 0 oooB 0 
0BO00800OOBBftO0000000000000000,0 
ZR 1060 DATA ftooBBBftoeoooftooeeoftosBBoooeo 
0Bob 0400000000BOftftooe00000000000000000 

OO0BO004000OOBftOOO004000000000,0 
ZU 1470 DATA 0OO00O0B00Bft00Oe44OOOOft40000 
00040000000BS00000040OO00«O00040000040 
000000040008000000040000040BOB, O 
VI 1048 PATA 40OO0ABOBOBO40BeOOft000BBOSBO 
00000840000341826101030181826301020103 
81434101B281S24381B3B1S1S14381,23a 
GA 1090 PATA 81Slft20103B183SZ41430lFrFFOO 
0a03FFFFFFOBO4olFrrFFFee4001PFFFFFOe00 
04FFFFFF0O00OirFrFrF4eoe01FFrF,720 
HV llBO PATA FFSOBOFFFCeeOOBFFFFFFEOOOOeZ 
FFrFFEO00O01FFFFFF0eeoeiFFFFFr8e0O40FF 
FFFFC0eO047FFFFFFeeOFFEO0Boe7F,460 
NM lliO PATA FFFFFBO0OOeFFFFFFCO00BO3FFrr 
FF40OeO0FFFFFFC0BBBO3FFFrFFOOB401FFFFF 
FE40PF00e401FFFFFFEBO0OO3FFFFF,314 
ZE 1124 DATA FB0Oee43FFFFFFeeBO40FFFFFFEA 
B04OlFFFFFFCO000O3rFFFFFEaFOO400e7FFFF 
FFS4BB407FFFFFFe40BOe7FFFFFFOO,413 
SZ 1130 DATA BBO07FFFFFF0B00007FFFFrF40e0 
O0FFFFFFFCrC00OO43FFFFFFEBB4O0eFFFFFFE0 


STAR RIDER 


0OeeO7FFFFFPOOOe4B7FFFFFF800BO,669 
PC 1140 DATA eSFFFFFFCOOeOOlFFFFFFFOBBBOe 
rFFFFFF80OO0O3FFFFFFCOOOBOOFFrFrFF40O0 
403FFFFFFCBB44OlFFFFFFFft0BDO47j 653 
AL 1160 DATA FFrFrFeOO4O7FFFFFFE4«00Oe7FF 
FFFFBeO00BOFrFFFFF0Oee4iO3FFFFFFEO44eOO 
7FFFFFFC0Oee4ftFFFFFF00B41FFFrF,537 
HM 1100 DATA FFSDBftOBlFfFFFFFOOOOOeiFFFFF 
FFBftOOOeiFFFFFFF0000BBZFFFFFFF0400003F 
FFFFBBBBFFFFFFFE0OOBftft3FFFFFFE,9e2 
IP 1170 DATA OOOOOOlFFFFrrFBeBftBBlFFFFFFF 
a0eeeO#FFFFFFFCBBOe447FFFF4ee3FFPFFFF6 
8eaeBeFFFFFFFCe000BB3FFFFFFFOO,930 
LL 1144 PATA ftOOOOFFFFFFFCOOOOOOZFFFFFFFft 
OOeBftlFFFFOOlFFFFFFFEeBBBBOlFFfFFFF40O 
O40O3FFFFFFrOOO44OOFFFFFFFEB40,639 
LP 1190 DATA «OBlFFFFFFFCO40OOB3FFFBD7rFF 
FFFFBB44OOO7FFFFFFFB44OOOO7FFFFFFF0BBB 
BO07FFFFFFFBBO400eFFFFFFFF0ftft0,700 
VO 1240 DATA 0O0FFFBlFFFFFrFEOOOOOOOFFFFF 
FFEB40OeOB7FFFFrrr400eeeO7FFFFFFF4BO40 
0O3FFFFFFFC0BBO001FFOFFFFFFFF4,490 
ZP 1210 DATA 00BO443FFFFFFFCOBBO40OFFFFFF 
FFOO«ftOe03FFFFFFFC400OO01FFFFFFFF00e44 
407F3FFFFFFFE00eeea47FFFPFFF48,745 
OK 122ft DATA OOOOOftFFFFFrFFOOOOOOftlFFFFFF 
FE0BBO00e7FFFFFFFB4000eOOFFFFFFFFFCBBO 
eBOOFFFFFFFFBBBBOeOlFFFFFFFFftO,542 
HP 1234 DATA OOeOOlFFFPPFFEftBOeoOftlFFFFFF 
FEOeOO4ft03FFFFFFFF440OOeBXFFFFFFFF0Oe4 
O401FFFFFFFF440eOOOlFFFFFPFf04,074 
3P 1240 DATA 400OeiFFFFFFFFft0BOOO4«FFrFFF 
rCOe0BO007FrFFFFFEA00BBO43FFFFFFFFOOOft 
OO0«FFFPFFFFSae4OOO07FFFFFFFE«,521 
UT 1250 data OOOOBOFFFFFFFOOOOOOOIFFFFFFF 
FC«BBBOO43FFFFPFFFOO400eeOFFFFFFPFC8OO 
OBO43FFFFFFFFB440BBaFFFFFFCB4A,679 
OC 1260 PATA OAA!03rFrFFFFFe44000OB7FFFFFF 
FF0BOBO«fl07FFPrFFFEO0BeBOB4FFFFFFFFEe4 
00BBrFFFFF40O00B«SFFFFFFFFFO0ft,722 
HC 1270 PATA O40OO7FFFFFFFFO0BBOO407FFFFF 
FFFOOOeOftfteZFFFFFFFFOftfteeeFFFFFCOftOOOO 
BlFFFFFFFrEOOOBftOBOFFFFFFFFPftO,644 
SC 124B PATA OOftOOOXFFFFFFFFOOOBOftfteiFFFF 
FrFFEBe400FFFrrflOOO4O007FFrFFFFFCOO00ft 
OeeFFFFFFFrrOBOOOftOeSFFFFFFFFC , 595 
TK 1290 PATA OOftOOeOOFFFFrFFrFBOeOOFFFFCO 
0O0ftA0OFFFFFFFFF4O0B0O401FFFFFFFFFft«00 
0OOOiFFFFFFFFEeOftAft00B3rFFFFFF,936 
HJ 1300 DATA FEO40BFFFFft00oe4403FFFFFFFFF 
eOOftBBOOlFFFFFFFFFBOOOOeBOlFFFFFFFFFBB 
000BO01FFFFFFFFFBOeBFFFC40BOOft,365 
PO 1310 PATA eO7FFFFFFFFEBOO40eoe3FFFFPFF 
FFB400BBD40FFFFFFFFF0000000447FFFFFFFF 
EeOOFFFBBaOOOBOOFFFFFFFFFCBBBO,590 
FK 1328 PATA OBBOXFrrFFFFFFOftftBftBBaOFFFFF 
FFFFCOeO4OOBB3FFFFFFrFFSeorrC000Bsa803 
FFFFFFFFFee«ftO0OB*7FFFFFFFFF0O,SS4 
LZ 1330 PATA OO4e0B07FFFFFFFFEBeeB4ftO01FF 
FFFFrFFEOOFFOBBBft08OB7FrFFFFFFF0B00BO8 
fl07FFrFFFFFFee00OsO087FrrFFFFF,774 
KG 1340 PATA FOBftftOBBOOZFFFFFFFFFBOFOOOOO 
OBOOlFFFFFFFFFEOftOOeBBBBFFFFFFFFFFOOftO 
0O0'0e3FFFFFFFFF40BB04O0a3FFFFF, 039 
HR 1350 DATA FFFFEft30307OF«42eSZ942O074O2 
0202028202024202020202024490214FBB21BF 
OrBFBFBFBFOreFOFBFBFftFoFBFOrOFj 614 
AY 1364 DATA OFOFOFOFeFBFOF0FBFBF4FeFOF4F 
40429429BBOZ82eOBZ419026A95AO6BZA93e«5 
03A90265ft9A9BBBD440ZeAEBBBBPEC, B5 
HF 1374 DATA 4085P4A9818PGZ0OA9«34DBFP2ap 
lDP0A948SDeeft2A93BOO0982A944SDBED2A974 
ftDO7P44908SPeED4A93E4De0P4Z076,794 
OA 1344 DATA 3120093420503028372449000440 
D4A994flP02A4A9Z6e443D4A95F0DOO42A9ZO4D 
OlB2A94Eapl3POA93CSP14D0A9eC4D,251 
BH 1390 DATA 1500249836A2B4BP8AZ49D1640CA 
i0F7Z46B3lA940SDFEe44DFF0B4D8SP2A2e29P 
P40eCA10FAA9TFSDF4eaBDF9BBBPE6,ZOZ 
El 1404 DATA O86PE444A9760PF2S8ePr3OeA914 
4DF3290DF429A2e49PC729CA10FAA9114DF229 
A9ft48P0FZ8Ze37Z8A93EftDBOD4APEZ,343 
JH 1410 DATA 0O4DE34O2026Z0203D24Z037Zft2e 
54ZB2eAF2E2B3P26Ze37282O432a2e3A2C20GE 
2EZO3P24283724Z00FZEZOB12F2Oa7,364 
GP 1420 PATA 30203PZ420372B2043Z6243A2C2B 
CE2E2O3D2SAPE3OeP0C22037Z4Z4122BA4E2BB 

continued overieof 


4J 


I'ixge 6 ' Issue 36 










STAR RIDER 



C4FFF0A9iAfi9eieDEzeQii>eAJ.»adCde, fr4i 


T6 

1720 DATA lOF3ADF7006D02b08DD10e6eA9C6 



en data 46QeeP444Aa£aiaDFEZ?iff«?e4.c» 



3BE5FZ4A4A4aSDFA00A9B03BE5F34A4A4ABDf8 



±Arftfl4*i>rE296efl?ia^PFEai»cAi0EAfreA2BB2e 



8OA90AADF9OOA9C8aDFDS8A9BeftDFD,460 



i22BCdECEZ0flDeF7&BaDQBP4l>BFe6e, 356 


KP 

1730 DATA 0eA9O40DEBOB4eE32DADF90eiO01 



VU 1440 DATA aDeBD4iFaFB6B AEaF2aESE0Q5DB10 



6OAO0FAEFDeOA90e9DOD7FE0S81OF9ADFCO83B 



ADlBZA4aADli2SSDieZ«60SDllzaA2BlBE0FZ0 



EDrAODBDFC00ADFD0030EDrfl8OSDFD, 150 



fiB4deA4&4A4aAZeBHEeaD4eEl«peCA,070 


UG 

1740 DATA eeC'Er7003DlBA0eFAEFDOeB9Fr2D 



FS 1450 DATA EOB3D0F5A?4l0220800AD4BDIBDB 



2D0OD29D0B7FEfl8O10F3ADFC088O03D0aDDZO0 



0^0404ADOF7048A2BEBP007BB0BAD4O0O4De?V 



601B3C7E7E7EFFFFFFFFFFFF7E7E7E,611 



Oi7aBE12D0CADBEEGasDB170A4B00Dj 914 


AD 

1758 DATA 3Clft2e6a2E2e972E2O402D4CB6ZD 



UR 1460 DATA BAD4BDB4l>AA4OlSD0AD4eD'JI0DBAZ 



38E7ZB4A4A4A8DEiaeADED883BE9384A4A30FD 



O00EBAD4CADBFaaDl02flAC112BeD17DBBC10D0 



C738lB69B13fl2348BDG740A66BD4SA,305 



ACBFZftaE0AD4CADOFaSD10DeBCI7DO,1Z3 


5F 

1760 DATA 2E101«aDElOB3BFbC73E18690138 



DK 1470 DATA A205eEBAD4Qa00FASD17DBSC10D0 



0CD9SD2Eie07A9eSSDE4ae3860186003848601 



A206eE**D4CAD0rA0DlP**flC17D0A207BE0AP4 



OZ02A5F4FBei6OOZ88BDC74aC9e33O,?24 



CADeFASD17D0SClBDBA2BOaE0AD4CA,45B 


MD 

1770 DATA e7EBEGE200b0F36OA5F7S5ESA5FO 



UN 1400 DATA DeFAflE0F2ftEe04F00EODlSD«aO17 



2OlB2E9O1428E9ZEZB462FBDC74e09184bC740 



DOOEeAD4EeE004D0F0A?eCO0OAD4a017DeAZaB 



A9007DC7416P406E2EA5F9F00168AZp105 



A4Ee8D0AD4aElBV00DB4D4CA8E0AD4j 5SZ 


LH 

1700 DATA 0«BbO74eC9O33e07E8EGE20BDOF3 



CE 1490 DATA 0ElSDOCaEeO3D0F5A9OD0DBAD40D 



6aA5FCO5E0A5FD28ie2E901420E92E28462F0D 



17DeA2CfiaEeAD40E18DOBE0AD4CAE0C3D9F2A9 



C74O09ie9DC740A90S9DD7416e4CA5j 295 



eC&DeAD46D17D0AZBB0E0AD40E18D0* 219 


AD 

1798 DATA 2EAZ0BAb8AD22903ASBD282039E5 



UF 1506 DATA CAE0B3D0FBBAA068AA604e00O000 



2E9DDe24E8EOB6D8EC6OBO0FFeFFA8F2 291^911 



000000000OO000OeBB0B0BDOD0F6E9E5F7F0Er 



F049A5E23«E48129FB4A4A4AC90430ji77 



FZF4C2000000000080B00000000000j 940 


EM 

1800 DATA 02A9B3A8B93E2F8DE488B9422F8D 



RF 1510 DATA BOaoeBBO0OOOOOO0000008e00OO0 



E5O0ADF4Z91B6DE4B8iC91A3086EEE5BO3SE90A 



00D6E3ErE£F4F2EFECaOFeElEEE5E0c2000000 



ODF429AbF3291B5DE5eOC91A30OEA4,750 



BoaBB000O0OO0oe0oeeo00000B0aoB,631 


0Q 

IBIO DATA 118DF2Z9A910BDF3Z9BDF429608D 



UB 1 S 20 DATA 000O33636F7ZB^Bee0OO00eO330O 



F3296002850080080001028004B9E729108905 



B4G56C04230000000000376176880000000000 



C91A3eiS3BE4eA99E729SS3O0EO9E7f509 



000000000000000000101010101000,389 


GH 

1028 DATA 291O89eiC91AlOED99E7296060AO 



FU 1530 DATA 0000000000111010000500000000 



0ZB4FZ2930£404C9101O13ie64eA99F229eO3e 



00000010110008000000000000000000000000 



0EB9FZZ43BE9OlC»ie3OED99F2Z98a, 992 



00000030726F6772616D6A6S640OZ2 j S73 


TB 

1038 DATA A910SDFZZ98DF324BDF4292eC436 



TB 1540 DATA 77O030617S6COOZC6179OB8AO0O0 



2O4A31A283A9OO9D4O3e9D4430OA10F7AZ«89A 



00000000OO0A4S040085CDASF10AZ6CD0AZ88D 



4C2l27AEE6Oft301BBD153OSD9826OD,49 



0A26CDB5CEA6CD06CF0AZ8CDOAZ6CDj 800 


KG 

1048 DATA lA300DB8DZSD4«38BDlF308D0iDZ 



KT 1550 DATA 1065CEO8CCASCDOSCFOSCDAOCCIO 



8D4438CEE60DADE700086202084130BD83D26D 



G5F085CC4BO2E6£DA5CClO69e0e58CA5CD6974 



4538AEEaO43015BD243OaDO4D28D4Z,76 



a6CD6OAA6OZ03O2AA4O4L68DFrOeAe,642 


IL 

1050 DATA 3B0D293OOD05D20D483eCEEA0OAE 



HH 1550 DATA 0541C838E9OlO*ieFeA40F1O6AFF 



E96O3015DD2E380DO6D2Bb4330BD373OOD07DZ 



e0A0ZD41CC3Be4OlSSC0Z7DeF86OZO302AA913 



064730CEE908603820401058008008,260 



186DFFeeA00391CC3#E9OieO10FBA4,S54 


ZH 

1860 DATA DBE08OB2B4B6S8OeA08C783eOOBA 



1570 DATA 171«6DFF0eA02B41883«E90i88Ce 



BC8EC60OFOE6DCDZC9BEB4AA8OSBBASCSCOE8E 



27DoF86020302AA91A186DFrO0AOO29iCC3eE4 



BEBCBA0O0OOO«0OO0OO8ADO9D2aDEA,423 



OlB81OF06eA9OO4O2O3eZA68ABB591,51 


bc 

1870 DATA 006e40ZO783420O637A9FF85EAAD 



KO 1800 DATA CC081OFBA02D9lC888CO27DeF96e 



lFDOC900DOO4AZ0OFO22A5EAC9ZDDeOBADEB0e 



A9e«4SZO302A6BA0B391C4:0SlBFBA02B91CC8S 



49rFSDE0804C5638C91ZFeiEA2O5DD,414 



C027D0r960A7O04o2O3DZA68AOO291,Z41 


K5 

1880 DATA 9F38F0O6CAD«FS4CSA3OBDA53e06 



VH 1590 DATA CCBB10FD60AD0AD2Z93FC9Z310F7 



E20DAB3OBDFF29BD61308DFE29A9FFBSEA4C4A 



9DC73DA90E9Di:7SEA4FF4&C73FA9Z09DC748A& 



3irriFlElAlBlD01OA141E283211ie, 650 



0ADZZ97F4DC7418BDOe34CO32BC9ei^286 


GF 

1S94 DATA 181O101Bi8lll2131416A5EAC91C 



DJ 1608 DATA DOS34CED2A4CD32ADe034CBFZAC9 



DO834C9B2PC92DD0«0A5EB49FFa5£BA9FFe5EA 



OlD0B34C442A4C73ZAA200eEE7QOBDC74OC903 



6OC921DO76284A31ZB3728A9e58D0Zj 976 



3Bb22910D01DBDC748Z9ZBFeeFDEC7,830 


DO 

1900 DATA D4A93iaD03D4A94e8DlBDeD9E08D 



AI 1610 DATA 41D80Aa4B09DC74OA9099DC74lEB 



LADOAZ8ZA9O09DOlDOCA10FAA9FF85EAA9O5eD 



EGEZ0OD0D488DEC741301FA917SDFFO8BD073D 



OBB2A9A6BD81DZSD85b2A9B0aDOODZ,655 



S5F8BDC73FSOFlBDC74DZ9032e452B« 875 


JH 

1910 DATA O948BDO4D220CO31A5EAC92tDOF7 



9V 1628 DATA A90e8DFF004C7AZ0eDC73D0SF0BD 



26372SA99O4DeZD4A9768D03D4D9OlBDlBDBA9 



C73£85FiBDC740Z9O3ZO362SA9O34DC740CEE3 



ftOSDlAD0AZ0ZBDD0OO9D81D0CA14F7J 211 



0e4G7AZB8DC73DBSFOBDC73ES5FlBD, B22 


06 

192# DATA A9FF@5FaA9OOSD#0DZZ055316OA2 



PD 1630 DATA C74OZ0362BDED741DO1DA9O99DC7 



B7A9OB9D00D2CA10FA6OA2O3A00«eD4O3899Oe 



41FEC740BDC740C4B3300E286A2FA9048DE600 



D2BD443099AlD2CAe88810EF88A90O,492 



20122D4G7A2BBDG73E107087379DC7,771 


LC 

1930 DATA S5DEA974O5DFA2O44€aA36A9«0S5 



RH 1648 DATA SEOSFIBDEZOODOOSA90140C73FAD 



DEA78BBSDFA2O84CBA36707O704F0D6eeFeFOr 



OAD2C919BeeO0DC73DF B16DEC73D1011AD8ADZ 



oraFOFOFOFOFOFOFOrOFOFOFOFoFOr.190 



C919DO8ABDC73DC422F003FE€73DBD,424 


DU 

1940 DATA 0F4FOFOFBFeF0F0FOF0F0FOFeF0F 



HU 1658 DATA C73D85FOBDI:74.0Z0452B4C7A2BaD 



0F*F0F0F0F0F0F8F0FBFOFOr0F0F0F8FOF0F4i 



ieD0DeiAADFFB8reiBA9008DFEeOADr400lO03 



0S31Z0372SAZ4DBD51XZ85EDBD5F32,947 



4C132DADF9OOlO064C89ZD8DFEe8OO^ Oil 


LZ 

195# DATA 85EEBD9D328DEZ31ODAB320DE331 



H5 1660 DATA OFAEF30SA98B9DOD7DE8OO10F4AD 



6A48AZBBAflOeBDFFFF91EDA5EDlOB92085ED90 



0eD3290FB6CCAEEBO0FOlZaZBeB8£F4AZ6CF4A 



OZE6EEEO£BiaD0EB64AACAlBCAA2OD.3# 



25EFA5CC29FC0SEF85CD46CCBBa9AD,926 


CY 

1968 data fiD42329D4332CAPaF7A6ECE03BDe 



GU 1670 DATA F3e03BE90flflDF30O46CCBe04ADF3 



e4A20B86ECBDfiD32BD4332E6ECAZ0DBD433Z3B 



001O69OOBDF30O48Ce0OO9ADFZO038E?BB8DF2 



llBD51321B7b43329D513Z90i4FESF,341 



aO46CCBeO7DDF2OOlB69086DF2ODAD p 554 


IH 

1970 DATA 32D80FBD5132187D43329D5132BB 



JH 1606 DATA F200C438BOB7A930eDF2001O04C4 



03DE5r3ZCAl00860004000000048000000000# 



C990OSA9C6eDF200ADF3O0C928BO07A92BODF3 



00000B3D3E3F4B4142434445464748,979 



001009C9B19OO5A4P08DP360AOOFAE> 335 


FZ 

198B DATA 494A6A6A6A6A6A6A6A6A6a6A6A6A 



VR 1690 DATA F300B4B32D4DB07DES6Oi0F6ADFZ 



6A6AO0088028282B2SDODODSDSeB082S2B2858 



BOBDOlDOeDDOO060005492921010lOEEEElOlO 



5D78BBBOBOD8D0D8OO04OeZ85e7888,433 



lO92925400A5FZ30E93O4O4O4AflDF5> 7Z6 


HD 

1990 DATA e0De#fl802O2B2828262888BeD8O8 



PZ 1700 DATA BBA4BB3BE5F34A4A4A8DF800a98a 



0OBOB9D1E9O1193149517991A9C1D9F1323232 



SD7400093OOPF7BeA9B000FSe0A9048DE8004C 



3333333333333333333333BO000006,171 



6DZDADF4DSlB8lb0A0BFAEFO00A9BB,545 


01 

2000 DATA BB99AABDCCDDEEFFrFEEDDGCB8AA 



KL 1710 DATA 4DOB7EE88fll0F9ADF7O01B8llF500 



998000068800000400088#99AABBBD0DOE008F 



6DF7OOaDFSOO3AEDF6O«0DF6e«GEF4DD3OlBAO 



4EODOPBBAA99004000000408000 800,771 



0FAEFBOOB4FF2D2D0ADZ9D0e7EEODS,20 


KK 

2018 DATA aB99AA80GCBDOEFFFFEEDDCC0BAA 



1 
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STAR RIDER 


??ees'fleee#aaeae««eeaaB»»AaBBcaqi>eE«#flF 
aEei>ecDBAb99eeoeagQoeeo«fl0aaDs^ ii 
OU 2aze DATA aft?9AABBCC«D0EeFttFeEat«CBBaA 
??ee0eaaflaQea0«000aaaa9?AABBQceDa£ApaF 
aE0frB9eBAA9900aaBS0a0ea00fl0eaft, 2^2 
AM 2030 DATA SB^fA AilBBCQ00EOF0F0E0DaceB A A 

99eaae0e«e0000BBa0e0e:B99AABB«0et>BEB0FF 
Eei>A9eBBAAa9BBBB««O000«e00BBBQ^ ST? 

SU 2040 BATA BB??AABBBCDt>EEBFSFeF000CBBAA 

??O 0000000 bbbssbo 00006 ??AaaB 000 AOEsear 

BE00O#DBAA??O0BB000O0Be000BBBB^7? 

E0 20SB BATA SB^SAABBSCODEEFFFFEEBBOCBBAA 
?900 000 00010000 008000 00? ?A A BBO06B0EBF OF 
OEOBOOBBAO??000000600000000000,152 
0E 2000 DATA SS??AdBBCCOD«E0F0r0EeDCC00AA 
??00O0O000000000000000 ?^aabbcCDDEEFFFF 
EEDDCCB0AA??B000OeeeO0A?B00'5DE> BTS 
OT 207 b data A?5BBl$0FA2eBZeaA3OA205BDe014 
65DCBDB034e5D00DBCT4eSDEB07234BB0FSO40 
C?B4TBO4A20FlS02OZZ7A0e5BlAC?l., 45? 

DPI 2060 DATA DESSIOF?ASDi:i0e?eO0SDg?00ZES 
DDAiDClS6?2«6SDE?002EeDFCAieDE06AACA10 
B?0047I72?17B7S73?TA3B3CXD3DSe> 442 
DK 20?« DATA eE14BA171D5O505BBBS757Ze4A31 
2«372BO?C0eD02D4A?T46De3D4A?D20D0O02A? 

356DBlB2O?De0O10DBA?sg8Dl?D0A?,240 
MC 2±B0 DATA 0SSDBBD2A?AA0D01D2BD0SD2A?O6 
OAOBDZ0D07D2A?B0ODPBOOA?270DDC00O?O16D 
CT3S2e?03OA7O0SDC3:T0007e7Bre4Ft44S 
TF 2110 DATA 005O0FOFOFOFOF0F0fOFOFOFOFBF 
0FeF0F0FBF0F0F0F0FaF0FBF0FOFeF0F0FOF«F 
0FOFOFaF0F0F0F0FOF0F0F0FOF0FeF,230 
GV 2120 data 0FeF0FOFeF0F0FOFeF0F0FOf 0 FOF 
7042iE3570007000700070007006700241C?34 
000000000000000000000000000000,^07 
Hfl 2130 DATA 2a272728OO33232F32Z5TTO00OO0 
00000000000000000000000000007001076500 
100000001011101010000000000000,53 
D« 2140 DATA 7001070500160000001010151010 
00000000000070010705001600000010101215 
lOO0OOOeO0oeBB7061O765O016B0OO> 623 
BX 2150 DATA 6010101110100000000000007061 
07650010.000000101010151000000000000000 
60OBOO000q3e720F677261ODOD0S64,3?3 
QC 2100 DATA 0O2270OO30O1760COOZ66174000O 
0000006000006040BA40AZEOA?4ieDOAD46ElA 
DOBDlBDBft23CBD0O7686BAD4SD0460,04? 

KB 2170 DATA SE12DeDEO07aBa4A0O03DEB07SCA 
DOE78E0AD4SE1ADOA0010D1BDOA2ODSA0ASDDA 
D4SD17D01OO?4O6D16D0BD3C7BSD04,430 
MT 2160 DATA D06E12D0DE3g7B6A4A?0O3DE3t70 
GAD6DC6E04D0CEDBe01B28AEDCOOEO20D002A2 
0BeD623ORD«ODZlBO?OlOD«2D24A6Dj 370 
DB 2130 DATA 04D21B6?OlSDBfrD2EOBEDCeeA?07 
aDD6O06BAASS4O4A6E4A6r4S6E4AeF4D7E427F 
407E427F4BOE4AOF4aeE44SF4B7E42,237 
AC 2200 DATA 7F4e7E427F404a645E3E46525CA0 
0O?0?lDE£aD0FBEODFCAA0F660A?oeS5DEA?7O 
S6DFAZe3200030AZBOAD0ADZACC330,7B4 
UH 2210 DATA D006C32F30F4C7CFDOF03DO07BA? 
O13D0O7BEBDOE5O000A3OB05D3BD0AD4AA0AD2 
2?7OBD30ZOA04OA263ADOADZ?De4D6,736 
Fn 2220 DATA ^DlZfrOCA10r46DeCDO8DllD0Z?07 
AAADOAD2Z3CF3D00D208DODECOD3DOCDA73OSD 
3026A?O06DeCD0OflASD4FO2EA35ZS6,663 
LI 2230 DATA D5A33665D0AZ00AOOOBIDSDDEZZ? 
3O18DD05C8C00SD0F2A5D5100314S5DS3D0ZEO 
DOEDEBOODOE0664C3B37E0D40086D3,258 
KP 2240 DATA A3S26SD50?35SSD6A3043BE6D?AA 
Fe24A6P5ie6314fl5D7A5D66?OO85D8A01301D5 
31D78S1OF3A5D53SE414SSDSD0O2CO,21S 
1^ 2250 DATA DOCAlADAA347S5D5A335S5D6A5D? 
0A0a4BiS65D585D57e02EODO68OABAlSO6D58S 
D53602E6DOAO67S?5Z30AABDZD383l,?5Z 
LH 2260 DATA D5SS10F4ASD51S0303a5P7A5D603 
e065DBAOe4B3E72371D7Sei0FaABaozeiB38A3 
FF 3105201038035236 A AIBD2D3631D5,0 
>ID 2270 DATA AD1OD6F043 ADOBD323OFC307D0e3 
C0COA83BDAABe010D6C3«BDe07SaiBCFO0071S 
CBC30DD0BCe35Z363SE30llO14A324,315 
KH 2Z00 DATA lBIOC3eEDea7B3523eiBO301C3Z5 

3B0ZA3O03352304CBA37ADieD0FOFB6020372S 
7030282037262030202037204^3028,36 
HA 2230 DATA 060152036405666760690A6B6C6D 
6E6F7071727374757077767370505152535455 
505750690006000060000000A3008Dj 996 
RA 2300 DATA 00D46DeEDZ6DOED4SD00D2A3B36D 
6FD2A3A9aD02D4A9388D03D4A9768DO3D4A9OC 


SD17DDA90OSD16D0A32 38D0OD4A30E, 33 3 
VJ 2310 DATA BDeiD2aDe3D2A2O16C00D2ESSE0Z 
DZA27FAD0AD29D0O7BCAI0F73OF342E7380242 
E7380242E73S0242E73Se24ZE73ft02,703 
VE 2320 DATA 4ZE7366242C73SOZ42E73S0242E7 
360242E73SO242E73Ba242£73B024ZE73e0242 
E?3a0Z4ZE730410938006102630405t147 
JC 2330 DATA OOO70&O9QA06OC0D6E0F0001O2e3 
0405000766030AOOOCODOEOFOOBl0203040566 
e768030A0DOCeD0E0FB0D9OAO6OC0D,532 
TO 2340 DATA OEOFOOOl02030405006766630A0B 
OCODOEOF0O0102030405660768090AOBOC6DOE 
eF00OlO2O3B4a5O6O70FFFFFFFFF5O,OSS 
RM 2350 DATA FFFFFFFFFFFSFFFFFFFFFFFSFFFF 
FFFFFFFOEEEEEEEEEEEOEEEEEEEEEEESEEEEEE 
EEEEE6EEFEEEEEEEE6DDDDDDDDDDD7,44B 
GU 2360 DATA DDDddDDDDDD 7DDDD7e0DDDD7DDDD 
700DDDD7CCCCB00«OOeOCCCCSB60a0O0CCCC60 
0BB00OCCCC6aa0B0O0BBBBBB6BaB90,451 
2S 2370 DATA B60BBBBBBSB3BBB&0BBB6eB96SBB 
BBBBBBBDAAAAAAAAAAAAAAAAAAAAftAAAAAAAAA 
AAAAAA0AAAAAAAAAAAO00066033990,403 
AD 2306 DATA 0000000999900006600999900006 
0ae3999BSBS0Ca0a8S&CB688C006888CB6SSS6 
SB688gBBB66B88BBSq77777777777E,132 
6fc 2390 DATA 77777777777E77777777777E7777 
7777777Ea66E66666G6F6666666666SF566666 
66666F06fia666B66F0FFFFFFFFFFFfr,799 
02 2406 DATA FFFFFFFFrFF6FFFFFFFFFFF6FFFF 
FFFFFFr6EEEEEEEEeEE7eEEEEEEEEEE7EEEEEE 
EEEEE7EEEEEEEEEEE7DDDDDDDDDDD6,432 
JA 2416 DATA DDDDDDDDDDDBDDBeDDDBODDBOOOO 
DDDseo00oe00Ccc9Beo000oocc09ooee00oocc 
g90oeoeoooGcc90OO0O0BaBBBAee0fl,234 
ui 2420 DATA BOBOBBBAOOOOeaooBBBAoeeoooeo 

60 BAOe 60 BBe 0 AAABO 0 B 0 BOBOAAABeOO 6 BO 0 eAA 
ABaOOOOeOOAAAB 660000 00999C0066,200 
PP 2436 DATA O0ee333COOOeO00O933600006600 
99 9C0660000OB66D006B00OOSB6DOO00000BB 6 
BD0eeOO6008SBD00OO0600777Ee0OO,726 
VC 2440 DATA B00O777E0OeoeO00777E00BeO0O0 

777EeO0OOBeO666FB 0000000666 F 0 e 06000066 
6FO0OO0e60666FOO00eFFFrFFFFF66,202 
AR 2450 DATA OFFFFFFFFFaOFFFFFFFFFFFCFFFF 
FFFFFFF6EEEEEEEEEEE7EEEEE£EEEEE7EEEEEE 
EEEEE7EEEEEEEEEEE7DDDDDDDDDDDfl, 822 
5P 2460 DATA DDDDDDDODDDBDDDDBOODDDDaDDDD 
B0ODDDDSCCCC30BCCgC9GCCC3a0CCCC9CCCC30 
OCCCC3CCCC90OCCCC9BBB6Ae0B66DA, 845 
CZ 2470 DATA 6BBSAOOBSBBABBBBAOaaBBBAB6BB 
A0BBBBBAAAAAAAAAAAA6AAAAAAAAAAABAAAAAA 
AAAAABAAAAAAAAAAAB9999Ce63333Cj 346 
HH 2486 DATA 9999COB3999C9999C003399C9999 
0009933C8860600SSB6D88860008SS6D68SSD6 
08B6BDS8e6D068B68D7777EOO777 7E, 7 78 
Wf 2436 DATA 7777E607777E7777E007777E7777 

EO07777E6666F0e6565r6666F006865F6666F0 
066A5FC666F0066fifiFFFFFFFFFFF60,8*5 
WE 2500 DATA FFFFFFFpFF60FFFFFFFFFFF6FFrF 
FFFFFFF6EEEEEEEEEEe7EEEEEEEEEEE7tEEEEE 
EEE£E7EEEEEEEEEEE7DDDDDDDDDDD6,S82 
5C 2510 data 0DDDDDDDDDD8DDDD8OODDDD8DDDD 

80 ODDDD 6 CCCC 9 O 6 CCCC 3 CCCC 9 eOCCCC 3 CC€G 9 e 

eCCCC9CCCC9e0CCeC9BBBBA0eBb68Aj 845 
DL 2520 DATA BDBBAOOB60BAODD6AOOBB&BAB8BB 
A0OBBBaAAAAAAAAAAA6BAAAAAAAAAB06aAAAAA 
AAABOeAAAAAAAAAA609939C0O9999C., 678 
H* 2530 DATA 9999Ce03339C3999Cee9939C3339 
0089 9991:68 800 0008 S8D 668800 0888 SD666SDB 
08808DS6e6D0O8886D7777EBO7777E,778 
JG 2540 DATA 7777E007777E7777E007777E7777 
E067777E6666F006666F6680F006666F6666Fe 
06666F6666F006666FB88BB088S886,518 
511 2550 data 9993399?9999AAAAAAAAAAAABB66 
B6BBB680GBOCCO60C00CD0D0DDODD0D0EOE0EE 
OEE0EOFeOFFFeFFBF0FOFeFFAFFeF6,891 
UG 2580 DATA EBEAEEOEEOEODeDBDDDDDODOCOCO 
C00eCO0CBBBB8BBBBBBBAAAAAAAAAAAA999999 
993399088668SB8608888866660066.714 
Al_ 2576 DATA 999993339800AAAAAAADD06OBB6e 
B6BBBD60GOOeC00CC00aD0DDDeDBD00OE6EEEO 
EOE000PB8FFOeFF0e0FDFFF6FeFOO6,740 
P5 2580 DATA EBEEBOEOEDOODDDDDODODODOCOBH 
C6COCO0OBBBBaOPBBeoeAAAADBAAABOO999993 
9330808086SS886600EeeZE102FDIF.244 
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TUTORIAL SUBROUTINES 


9 THE RIGHT 
TIMING 

T here Qre quite a few aspects of timing which arc impor¬ 
tant to the progmmjnrier whether at a simple or odvantetJ 
level. In many 'arcade action' gomeSj for instance, timing 
con be highly critical and quite small changes in the speed of 
response of the computer can change a game from being slow 
and boring to being so fast it is almost unplayable. Mochine 
code games are difficult to modify unless you ore a highly 
proficient programmer, but you can experiment with many of 
the Basic games such as those listed in the magazines, [ have 
tried speeding up some lethargic Basic games by using Turbo 
Basic ond hove even used the Turbo Basic Compiler which gives 
stortling results and usually makes the games unplayable unless 
careful time delays are inserted, The most critical item is the 
movement of the cursor or player around the screen using the 
joystick - this requires plenty of hand/eye coordination which 
with a typical, foirly insensitive, joystick makes control impossi¬ 
ble when Sf>eed is radically increased. 

To Tine tune a game it is best to program it initially to be too 
fast to play and then slow it down with delay hinctions- The 
most common sort of delay is a FOR-NEXT loop such os TOR 
LU:LAV=t TO 1000:NEXT DELAY' - this gives a delay of about 2,2 
second depending on where it Is in the program. Such a loop can 
be adjusted easily and con he set with different volues to achieve 
different skill levels but remember that this sort of delay will vary 
with its position in your program listing. The delay will be 
shorter if it is early in the listing and longer if it is at the end of a 
subsiantiol programme. 

If you need very small delays you can use a dummy function to 
occupy Q little computer time. For example 'DELAY=LOCi(10y 
takes obout 0.13 seconds. This may not appear significant, but it 
is quite a long time in computer terms. Ekisic's various arithmetic 
and trigonometric functions provide o range of possible delays. 

EVENT TIMING 

Injecting delays Into a program as described above is useful, but 
does not pmvide a suitable method for timing activities as the 
delay itself fully utilises the computers central processor - no¬ 
thing else can be going on while the delay is in force. Fortunately 
the Atari has several timers to ccjntrol various activities like 
refreshing the TV screen, liming input/oulput activities etc. and 
these timers can be accessed from Basic using PEEK and POKE, 
The most readily accessed timer is located in memory Icications 
18, 19 and 20 and is known as the Reol Time Cock. The clock 
‘ticks' every fiftieth of a second and this interval is called a jiffy. 
Watch out if you read American bcjoks or magazines on this 
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how to slow down or 
time your programs 


subject a-S their computers have a different timing rate - a U3 Jiffy 
is one sixtieth of o second because their TV screens refresh 60 
times a second unlike our 50ITz system. The liffy count is in 
memory location 20 and this goes from 0 to 255- On the next 
count after 255 (after 5.12 seconds) location 20 resets to zero and 
locution 19 is incremented by 1. Similarly when location 19 
increments past 255 (after opproxlmately 22 minutes) It resets to 
zero and location IB increments by 1. By the time location IS i.s 
full the clock has been running for about 93 hours, so you are 
unlikely to need to worry about whot happens to your timer 
when the three registers all reset to zero! 

THE LISTING 

The real time clock con be used in two slighlly different ways. 
Either you reset the clock to zero at the beginning of the timing 
and read it of the end (like using a stop watch) or you read at 
the beginning and at the end of the timed event and work out 
the difference. I have chosen the fonTter, but the latter could be 
better if you are timing several overlapping events (as with a 
split timer), and do not want to reset the clock. 

Line 32020 - resets the timers to zero in o one line subroutine. 
Line 32022 - reads the three registers and calculates the total 
number of liffics elapsed. If you are only timing fairly short 
events (up to 22 minutes) you con .simplify the procedure to use 
locations 19 ond 20 only. 

Line 32024 - here Jlfties are converted into Hrs, Mini? and Secs. If 
you are timing long events you will probably find ihot the real 
time clock is not very accurate. You can lest It against a stop¬ 
watch and apply a correction factor at the end of line 32022 if 
you wish. My mochine runs slightly slow and qIF-1IF* 1.0027' 
improves things a little. 

Line 32026 - prints out the elapsed time and then returns to the 
main program. In a real program you would probably not print 
your result as part of the sub routine but return to the main 
program and use the elapsed time there. 

USES 

Playing against the clcx:k can make quite ordinaiy games more 
challenging - instead of just striving to finish you have to finish 
as quickly as possible and beat your own best performonce. 
Several players con compete to see who Is fastest thus introduc¬ 
ing a competitive element into one-player games. 

AND FINALLY,, 

Before 1 sign off for this issue I must congratulate Les on his 
terriric effort in keeping Page 6 alive. I also endorse his recent 
editorial remorks - It is you the reader thot keeps the magazine 
going, and all of us who contribute regularly need the stimulus 
of your opinions and enquiries If we are to keep the content 
lively and interesting. You can write to me as follows 
Ian Finlayson, 

60 Roundstone Crescent, 

East Preston, 

West Sussex FN16 liXt 




B-BIT GAMES 


8-BIT GAMES 


8-BIT GAMES 


mucomis 


And now for something complelely diffe- 
penl Forget about all ih&se mediocre 
'budget' offerings you've been forced to 
pul up with in recent months - Cognito's 
DRACONUS belongs to an entirely diffe¬ 
rent class of softwore; First class! 

You may not be surprised to teurn that 
the 'Cognito' lube! is connected with Zep- 
I>elin Games whose previous Atari releases 
■ Speed Ace and Zybex - have both en¬ 
joyed chart-topping popularity. Ian Cope¬ 
land is the author of DRACONUS (he was 
also responsible for Gun Law, Space Hawk 
and Transmuter) and the project was co¬ 
ordinated by Brian lobling who himself 
has provided the Atari with some top- 
notch games. Add to this team a wizzo 
computer musician called Adam Gilmtjre 
plus a graphics genius - Michael Owen - 
and its clear that the Cognilo label is 
definitely no exception to Zeppelin's policy 
of providing computer gamers with soft¬ 
ware uf the highest possible standards. In 
fact, it could well become THE 8-bit lobe! 
of I989f 

[f you haven T already rushed off to dust 
the cobwebs from your cheque fniok then 
you may be wondering what this widely 
publicised game is all about. It's basically 
a futuristic arcade adventure set on a dis.- 
tant Alien planet where a dreaded tyrant 
beast is said to reside. The general aim is 
to rid the planet of this particular nasly^ 
being and thus allow peoce and tranquilli¬ 
ty to return. We're not told iflhafs what 
the Alien population actuolly want, but 
then, writing ingenious plots does not 
seem to be one of Zeppelin's mony apti¬ 
tudes! The instructions don't say very 
much at all so you have to wail for the 
mysteries to unfold as you undertake a 
perilous journey through the Labyrinthine 
complex, Terjrortoods, Cotepelose and bolls 
of 'gooey matter' dripping incessontly 
from the cavern cieilings are ju.st o few of 
the terrifying nasties designed to hinder 
your progress by sopping your energy on 
contact. To help you overcome the numer¬ 
ous problems, many artefocLs and magical 
spells may be collected at certain loca¬ 
tions, including Energy Crystols which re¬ 
place lost strength and a Necromancer's 
staff (let's hope the Necromancer won't 
miss them]). Knowing when to use these 
resources to maximum advontage is one 
of the major factors governing success. 

There are two separate and physically 
contrasting characters to control at dlfle- 
renl stages in the game. 'Frognum' takes 
the leading role and excels at jumping, 
walking, punching, ducking and brea¬ 
thing visually spectacular streams of fire 






at the adversaries. Just as important 
though is 'Dicicnnewt', an aquatic creature 
who enjoys hhiwing water jets Ut dLsable 
the opposition, For the metamorphosis to 
occur you must first hove located a Morph 
slab and be currying a Morph Helix. 
Obvious, when you think ubout it! 
Initially, the task of progressing any furth¬ 
er than the very first .screen seems quite 
daunting - the quontlties and frenetic 
movements of the various nasties are 
almost overwhelming until you get accus¬ 
tomed to the slightly awkward procedure 
of spitting fire jets to obiiterote them. You 
rapidly learn lo be as sparing as possible 
with this facility though when you realise 
that ten blasts is the maximum allowed 
before a flask of fizzy flame fluid (try 
saying that after o few drinks!) must be 
collected to replenish the supply. If you 
run out completely you dramatically in- 
entfose the probability of energy loss and 
only two 'reserve' characters are provided. 
Movement through the caverns requires 
good liming, perseverance, a steady hand 
ond above all, a reliable joystick - accurate 
Jumping relies heavily on the responsive¬ 
ness of the joystick diagonals, from my 
initial observations It would appear that 
the game has a great deal of depth lo it 
- a good indication of lasting appeal. 

From the moment that the oce loading 
screen appears there is an air of profes¬ 


sionalism that suggests the game is going 
to be something special. A superb and 
completely original musical composition 
accompanies a cleverly unjmotcd title 
page, which precedes the first of many 
stunning screens depicting the highly ac¬ 
tive caverns of the complex in high-resolu- 
fion, high quality graphics. As in Zybex, 
shading and colour hqve been used lo 
exceptional effect and u huge amount of 
time and effort has obviously been spent 
perfecting each individual screen right 
down to the smallest detail. Animation is 
in abundance with some really incredible 
effects such os the grateful bounds of Frog- 
num who himself is brilliantly defined and 
humorously turns his head in anxiety if 
you fall to issue a command for any 
length of time. Feast your eyes on the 
screen shots and imagine that the display 
is bustling with fast action in glorious col¬ 
our - it really is great, and sound effects 
are excellent tool 

Zeppelin Gomes deserve every possible 
succe.s.s os reword lor producing on addic¬ 
tive, challenging and utterly outstanding 
package. Show Zeppelin your appreciation 
ond you will be helping to ensure the 
future survival of quality software for your 
Atari. Don't be deterred by the price, DRA¬ 
CONUS honestly is the uitimote value-fur- 
money experience! If you don't get your¬ 
self a copy you must be mad! 


'an entirely different class' 

Title: DRACONUS 
Publisher: Cognito/Zeppelin 
Price: £9.95 cassette/£12.95 disk 
Players: 1 
Control: Joystick 

Reviewed by Paul Rixon 
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SCRAMBLE 


Thene's no shortage of 'Scramble' clones 
for the Atari and the majority of those in 
existence are far from lacking in quality - 
Airstrike, Laser Howk and The Tail of Beta 
Lyrae (an undisputed classic) are all high¬ 
ly reeammended gomes from days of old. 
DAWN RAIDER, Atlantis software's tenth 
Atari releose, is more or less a helicopter 
adaptation of Airstrike and in common 
with its predecessor^ upf>ears to be a com¬ 
petently programmed and highly playable 
translation of the Scramble concept. 

As you might expect, a zealously guarded 
subterranean complex (or a cavern, even) 
requires infiltrating with a view to des¬ 
troying some rather nasty sounding Nuc¬ 
lear Missiles belonging to an even nastier 
Super Criminal who is asking for a twenty 
billion dollar incentive not to fire them ot 
major cities of the world. Only yoti can 


Title: DAWN RAIDER 
Publisher: Atlantis Sciftware 
Price: £1,99 on cassette 
Players: 1 
Control: Joystick 


SCRAMBLE 



save the day by piloting your heavily 
armed {but minutely proportioned) pro¬ 
totype helicopter gunship through the vio¬ 
lently twisting caverns of the enemy com- 
pleXj avoiding gunfire, rockets and numer¬ 
ous other forms of attack os you go. 
loystick controls arc reasonably stroight- 
forward. Apart from the obvious direction¬ 
al commands, you can shoot ahead with 
the fire button or combine this with a 
backwards movement of the slick to drop 
bombs on enemy installations. There's 
more skill required ihon first meets the eye 
us it soon becomes evident that your heli¬ 
copter has a fuel consumption that's mea¬ 
sured in tanks per mile rather than vice 


versai Extra fuel is obtained by bembing 
T' symbols (hardly logical but since .vhen 
did that matter?) ond arnmunilion must 
also be accumulated by similarly aiming 
for 'A' symbols. The bigtjesi headache, 
however, is attempting to mantjeuvre the 
helicopter around the jagged pussagewoys 
with freqaently just millimetres of clear¬ 
ance. For the expert su(>er-pilots there are 
three oltemative levels to master as well! 

Graphics aren't brilliant but the nature of 
the challenge is sufficient to compensate 
for any lack of resolution. Colours are set 
randomly each lime you play - a nice 
effect - and the overall display does look 
much more 'professional' than certain 
other Atlantis games I could mention. 
DAWN RAIDER even kicks off with some 
musical accompaniment - an Atlantis first 
- but don't gel too excited as the rendition 
of 'Axei-F' is not one of the most memor¬ 
able ones I've heard on an Atari. I'm not 
sure that the sound of sandfXiper being 
rabbed against a piece of wood is the ideal 
noise for a revolutionary helitopler gun- 
ship either! 

Spectacular sound may not be one of 
Atlantis Software's claims to fame but 
budget pricing certoinly is, and LI.99 tan 
only be described os a ridiculously low 
price to pay for u chonce to save the world 
from globol destruction! Be sure to check 
this c^ne out. 

Paul Rixon 


Those darn baddies never seem to give up, 
do they! This time, the infcimou.s Crox 
Bloodfinger has kidnapped six world lead¬ 
ers and is demanding u billion dollar ran¬ 
som for their safe releose. Who could poss¬ 
ibly save the world from the clutches of 
this evil madmon? Enter ]oe Blade - teen¬ 
age pin-up and pop idol, trained in u 
Tibetan monastery. Mean, tough and fear¬ 
less, his very name strikes fear into the 
hearts of cTiminal.s throughout the land. 
Yep, you guessed it ... you ore |oe Blade! 

The ST version of JOE BLADE was re¬ 
viewed in PAGE 6 issue 33 and given a 
fairly unenlhusiastic report. Players have 
apparently mode a much better job of the 
3-bll conversion as the game appears to 
contain quite enough action lo keep even 
the most experienced artodians occupied. 
It's an orcade adventure located in Blood- 
finger's massive fortified heodquarters, 
consisting of 12B different rooms - many of 


them locked - and passages which must be 
explored in order to rescue the captive 
VIPs, It's a good ideo lo mop the whole 
area, although beware that the maze does 
wrap round horizontally - it took several 
sheets of graph poper to discover that one! 

Apart from freeing the hostages, |oe has 
olso got to find and prime six booby-trap¬ 
ped explosive devices. He achieves this by 
rearranging five characters into alphabe¬ 
tical order within a strict time limit. Not as 
easy as it sounds, and failure to complete 
the la.sk in time causes termination of the 
mission. Once the first bomb has been 
primed, |oe has only twenty minutes lo 
locate the remaining devices ond all of the 
other hostages. Guards ore easily dealt 
with by a quick round from his semi-auto¬ 
matic machine gun, but bullets are in 
short supply so In some cases it may be 
more sensible to make use of his impresLS- 
ive athletic capubilities. Useful acquisitions 
include extra ammunition, life-saving 
food icons and a very handy 'energy suit' 
giving Joe unlimited strength for a short 
period. An energy bar above a centrally 
positioned viewing window indicates the 
current state of his health. Underneath, a 
large digital scoreboard and details of 
ommunition, door keys and time available 


are constantly updated. 

Many of the screens are graphically simi¬ 
lar but sufficient exploration is suitably 
rewarded with the odd completely different 
scene - watch out or you could even end 
up trapped in the WC! As for sound, there 
isn't really a lot of it to talk about but 
whether you view this us u major draw¬ 
back will depend on your appetite for com¬ 
puter generated noise. Personally I found 
the gome quite satisfying without the 
additional luref?) of any sonic wizardiy. 

Players are advertising |oe Blade II os 
'coming soon' on the cossette inlay but 
whether this applies to the S-bit Atari ver¬ 
sion is anyone's guess. Let's hope so as 
they seem to have found the formula to 
produce software of the high quality that 
Atari owners deserve and should expeci, 

Paul Rixon 


Title: JOE BLADE 
Publisher: Players 
Price: £1^99 on cassette 
Players: 1 
Control: Joystick 
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'Jt seemed like any other day oi the 
Greosehurger fast Fticjd Emporium - but 
three unlucky customers were to get some¬ 
thing even nastier than usual in their Big 
Mucks. Jf only the company's Research 
Division hadn't accidentally shipped some 
of the experimental food additives ... A 
wave of nausea, a foul aftertaste, chronic 
indigestion - everything was normai until 
George, Lizzy and Ralph ripped out of 
I heir clothing and into designer fur and 
scales...' 

And so begins the amusing plot to RAM¬ 
PAGE - a contrastingly frustrating and un¬ 
characteristically poor arcade conversion 
from Activision, originally from Bally Mid* 
way. No more playing 'Mr Nice Guy' - this 
time you become a baddie and, in the 
words of the inlay cord, unleash mon¬ 
strous mayhem on an unsuspecting 
public! 

Title: RAMPAGE 
Publisher: Activision 
Price: £9,95 coss. £12,95 disk 
Players: 1/2 
Control: Joystick 


Gameplay itself is relatively simple. As 
human-turned-mon.sler you decide to 
embark on a destructive rampage through 
fifty cities in search of oitemutive nourish¬ 
ment. This Involves climbing up the sides 
of tower blocks and punching holes into 
the offices of likely ItKiking business pre¬ 
mises - anything goes really! The aim is to 
consume various edible objects, avoiding 
those items such as televisions and pottecl 
plants which don't taste quite so pleasant. 
The task is made more difficult by ircKjps 
who fire at you from the window.'i of some 
building.s and gunship helicoplerri con¬ 
tinually circling overhead in an effort to 
prevent the destruction of the city. Dam¬ 
aged buildings eventually collapse ond 
each completely demolished screen is re¬ 
placed by the next in a series of 150. 

Two players may compete and select their 
characters from a choice of George (God- 
zillo), Lizzy (Lizard) or Ralph (Wolfman) or 
the computer will automatically take over 
for a one player game if it sense.s the 
absence of the second player. |oystick re¬ 
sponse is nothing short of abysmal,. The 
controls are clumsy and imprecise - more 
often than not you'll lose energy waiting 
for an action that ought to have been 



carried out immediately. This does consid¬ 
erable damage to the game's playability. 

Visually RAMPAGE Is adequate but hardly 
eye-opening. Vehicles cross the screen 
periodically - apfHjrently without purpose 
- in front of predominantly grey buildings 
superimposed on o black city skyline. Ener¬ 
gy bars above provide the necessary status 
information whilst single colour PMGs 
form the attack helicopters and other 
adversaries. Even the monsters themselves 
are poorly defined and mono coloured - 
not the sort of thing Atori owners should 
expect to see gracing their monitors in the 
late 19S0's. Terrible is an apt descriptio-n 
of the sound in generol and especially the 
introductory 'music', 

Regrettably, RAMPAGE i.sn't anything spe¬ 
cial at all and much o.s I feel obliged to 
congratulate Activision for their support of 
the Atari, I can only wish that their pre¬ 
viously stQndard.s wrmld return. 


XL/XE ROM CARTRIDGES 

ARCHON .... 

.14.95 

BALLBLAZER . 

, 14 95 

BLUE MAX ... 

.14.95 

DREADNOUGHT FACTOR ., 

. 14.95 

FINAL LEGACY .... 

. 12,95 

JOUST ..... 

. 12.95 

LGDEHUNMER .. 

. 14.95 

MOON PATROL .. 

12.95 

POLE POSITION .. 

. 12.95 

REALSPORTS AMERICAN 


FOOTBALL ... 

.12.95 

RESCUE ON FRACTALUS .. 

14.95 

RIVER RAID . .. 

...9.95 

TENNIS ... 

.,,9 95 

ZONE RANGER ... 

...7,95 

XUXE DISKS 


AUTDDUEL j64k) . 

.16,95 

OflUID .... 

.12.95 

EURO SUPER SOCCER |S4lt| 

. 12.95 

f 15 STRIKE EAGLE .. 

12.95 

FOUR GREAT GAMES 11 ... 

.,-5,95 

FOUR GREAT GAMES III .. 

.. 5.9(5 

FOUR STAR SAMES 1 .. 

...595 

FOUR STAR GAMES II . 

...5.95 

GUILD OF THIEVES (64k 1 .. 

15.95 

INGRIDS BACK |64k) . 

12.95 

JINXTER|641t| ... 

.16.95 

KENNEDY APPROACH . 

12.95 

KNIGHT OH C (64lt TEXT) ... 

. 15.95 

LEADEROOARD .. 

. 12.95 

MIHAX FORCE . 

...a 95 

MINI OFFICE II .. 

16.95 

NIGHTMARES ... 

„.8.95 

RAMPAGE .. 

. 12.95 

SILENT SERVICE .. 

12.95 

SPT VS SPY TRILOGY . 

12.95 

TIME & MAG IK (64k TEXT) 

. 12.96 

WINTER OLYMPIAD 68 (B4L| 

..12.95 


XLfl(E CASSETTES 

ACE OF ACES .....2.9(5 

AM ERICAH ROAD RACE .. 1 .IS 

ATARI ACES ....!...6.95 

BASIL MOUSE DETECTIVE .2.95 

CALIFORNIA RUN .1.95 

DAWN RAIDER .,.1.95 

EURO SUPER SDCCER jMkf ..B,95 

F-15 STRIKE EAGLE .8,95 

FDUR STAR GAMES I ..3.95 

FOUR STAR GAMES II .3.95 

GAUNTLET I B4I() ..2 .95 

GRAND PHIX SIMULATOR .... 1.95 

INGRIDS BACK (C4k) .12.95 

LAS VEGAS CASINO ..2.95 

KENMEDY APPROACH .6 95 

KNIGHT ORC (Ml TEXT) . ..12,95 

LEADER BOARD . 8.95 

LEADERBCARD TDURN.4.95 

MIRAX FORCE . 6.95 

PLATFORM PERFECTION \m ..6.95 

QUARTET GOLD ..3.95 

RAMPAGE . 895 

SHOOT EM UPS (e4k) .6.35 

SPEED ACE . 2.35 

SPY VS SPY TRILOGY .8.95 

TIME A MAG IK (541 TEXT] ..12.95 
WINTER OLYMPIAD 88 1611] .. 6.95 
ZVBEX ..,.2.95 


ST DISKS 

AFTERGURNER . 15.95 

CHRONO-OUEST ... 24 95 

elite .. 19.95 

JOE BLADE II ...,,.15.95 

LOMBARD/RAC RALLY .. .. 19.95 

S D I, .. 15.95 

SPEED BALL . 19.95 

TRIVIAL PURSUIT KfW BEG ,.15,95 
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HERE’S WHAT YOU’VE MISSED! 

Get your back issues NOW! 



PAOE 6 b*CN iShJtS r«pn»nl «n MC«llcnl w^r incnaqing the Brjoyimnl of 
your Atari with artlclea Id enllghlDr> you, programs ID lypc frid reviews al 
software to guide you. Almosl all of the coriteni dI past isauM will tH frsth 
and relevant taday as when il spijeared ■ Increase your enjoymenl nown belora 
ira Ida latei Diiha are available lor all itauas, ccmaining all ifie a-bit pragrama 
from each issue ready Id run, end they DHet> Include bonuses not fou nO in Ihe 
magazirte. 


ISSUE SQ - GRAPHICS SPECIAL. A super apeolal issue wllh a graphics Itieme. 
Draw some msalerpleces wilh GRAPHICS WORKSHOP and explore your graphics 
polentlal wifti Colour PalellOr PlcloadSi Cnlour Atlributas and CIO Slideshow. An 
in-deplh review of Printahop and CSrapriics Art OepamnenL ihe Hnal pan al Display 
Lists and the Adventure calumn. 11 pages devolad ID Itia^T plus a colour lealure 
ATARI ART and ST GALLERY. And thers a more! DLOCKBHEAKEH la Dr>a 0l IhS 
besi games lo have been published In any magazine. Don't miss It! 

H DISK available ■ incudes BONUS PICTURES lor 
Graptiica Workshop 

ISSUE 21 - A pKhad isaue with games, TRAIN CRAZY, REVENGER and FORKLIFT, 
Utllhtles SCALE MASTER, QUICK DISASSEMBLER and RAeasuring Temperature. 
Programming hlnta with Doing The Impossible, Error S SolveO and THE GUIDE 
TO ERROR CODES. Reviews of flight Slmulalor H, NltChhlhsr's Guide le Ihe 
Galaxy, artd the lalesl Adventures. For IhS ST a DEGAS ID NfO converter, Lattice 
C reviewed and revleivs of a whole hoal Dl software. 


DISK AVAILABLE. All programe ready Id go. 


ISSUE 22 - More aariaus uaere wiM anjOy SMARTSHEET, a Vlshcalc like typo-m 
spreadsheel, plus our review of Paperclip whilal gaimsterQ will pu££ls Over 
TRICKY Cubes and Iry lo survive HIppENl DEPTHS. The Guide to Error Cades 
ia Dortcluded and (here are articles Dhi FreclelS, TepS Problems and SOrrie less well 
known Advenlures. Loads of reviews and some greal new rOUtlnss for Block, 
breaker. ST users will Hnd out haw to program Spritas and can read reviews Of 
Tims BandH, Pro-Fonran 77, VlP Protessionai and nrore. 

H disk available - DOUBLE SIDED! Contains two 
veraiona of TRICKY CUBES and nsw versions ol 
BLOCKSREAKER. 

ISSUE 23 - Anolher superti mactiina language game WATER SKI SChlOOL will lest 
yaur refleies. WORDSEARCHi wHI challenge those who like puUCles and Olher 
llslings Include SUPERCLOWH and the ulillTlea XREF and VERIFY. A huge review 
Ol unima IV heads a comprehensive review section and Gaing Online Part I will 
lol you know II lelecommunicetlDns is for yDu. ST Owners can discover how lo 
get a bigger screen on their colour monilar and read reviews of ZoomrachS, Sierra 
Orv-Llne advenlures and Pro^Pescal amongst others. Also, is il worth adding a S.'4" 
drive Id yDur ST? 

DISK AVAILABLE. Contalfis TWO SONUS 

Kfl PHOGRaMS! 

ISSUE 24 - The biggest issue so far published I Oreal ST section with inlo abcui 
ST disha and cartridges arvd loads Of reviews. For B-bl| users there Is MUHCHY 
MADNESS, the best game we have Over published plus a euper chegue book Utllhy 
AUTOCHECK. Plus all aboul checking yOUr disk dNve, inciher game called 
FLYING HtlGH. more ulililies, reviews of RAHBIT, Advsnture games end lots more. 
Toe much in this Issue to llsl lully! 

H disk available - Don't mna MUHCHY MADNESS, 

Ihe besi game we have published so tar! 

ISSUE 2S ' Anolher bigglel A must tor iDZS pHnter awriera wilh 3 great utllllies 
Includirvg a SCREEN DUMP, A super Japanese chess game called SHOGI, a type 
in REVISIOH C BASIC, a hilF faatuT* on dfaM end more, for ST, type In OTHELLO, 
reviewa at LEADER BOARD and MEAN IB, Hints and Tips and sevsiAl Other 
reviews and anicl«. 


DISK AYAILABLE 
READY TO GO’ 


ALL THOSE loss PROGRAMS 


ISSUE 26 - SOLID MODELLING if one Ol Ihe besI non-game pregrama uwe have 
published. Be craatival Other programs Include SOURCE WRITER lor machine 
code programmara, FLEXIBLE FINGERS ID help you type, NUTS and more. 
Reviews cf TRIVIAL PURSUIT, OVa'IBS, SPEEDSCR1FT and much, much more. GT 
users can leem ell ataoul HARD DISKS, FAST BASIC, TYPESETTER ELR^E, DEGAS 
ELITE artd reed reviews on e whole lol more soltwaro. 


DISK AVAILABLE - DOUBLE SIDED! TWO full lldee 
whh BONUS SCREENS lor SOLID MODELLING) 


ISSUE ST - Some Cracking listings for thsB-bll. In GREAT BRITAJN LTD. you can 
be the Charaxllor and help run Hie country, COMPUTER GAMMON is a greal Alari 
version ot beckgammon and Ihere'a ANTS IN YOUR PANTS, DISK COMMAND and 
Others. There is a tealure on word prcccsaing end atacka ol reviewa. The ST 
section Includes an ln,depth review of ART DIRECTOR and a neat lltlle program 
to pul atnciling slats on your screen) Lots ol reviewa Including HABAV1EW, 
K-5PREAD 2, K-WOHD sod many more. 

WII DISK AVAILABLE - SOmc L-O-N-G LtSTINGG! 


ISSUE 26 - Eirlend the Incredible ariginar MuCDhry Hadr^ess with the MUHCHY 
MADNESS SCREEN DESIGNER, play GREEDY CATERPILLARS wilh a fHend, teach 
ycur children wilh MOST HEAFIT MATHS or make up some croaawarda wilh 
XWORD, A long feature on flight simulation programs, hJnia on ZORK and loads 
dI reviews. For ST users, the firat In aaerieaDf USING GEM Irom C plus FLIGHT 
SIMULATOR II reviews, new bookafrem COMPUTE! and a whole atack ol reviews. 

H DISK available ■ Also ccnlalna the winning title 
Bcrean from our oompoliHan 

ISSUE 29 - One Ihat serious B-bll uaert have been waiting a long time for ■ great 
lull feature daiBbase - MJDBASE plus an amuing slory maker, STORYBOOK, that 
allows you lo creale illuatralad slorles. Than there's a greal game from ANTIC 
called CLIFFHANGER and an AUTORUN maker and more. Cheat on commercial 
gBrnas whh ZAPPING THE RIGHT BYTE and read atacks Of rsvlews. The ST 
section has a type-in program, SCREEN GRABBER, which allows you to 'sndleh' 
plClures O'f opmmeroiel games to disk, plus the best part In cur GEM FROM C 
series and tsviews Of Guperbase Personai, K-COMM 2 plus IDIS Of games Including 
flarfaariBn. Another big Issue, 

a DISK AVAILABLE DOUBLE SIDED- Whh BONUS 
Story for STORYBOOK and STOFTYBOOK reader. 

ISSUE 3D ' A greet lol low up to Golid Modelling allows you lo animate G'D objecls. 
Try 3-D ANIM>ATOR. HOW about e puzzle wilh LETTER CASTLE Or an arcade Style 
shewt-up from ANTIC called PE&ERT CHASE? Adicies inicuds an in-depfh look 
al GUNSLINGER. GanSilDgy WUh Your Alan and FIrts Steps on saving actwens. 
Loads of reviawE including AUTDDUEL and P:R: CONNECTION. The ST section 
includes the ccnlinuing GEM series, CYBERGTUDIQ, ZOOMRACKS II and loads 
Of games and serious reviews Including GFA BASIC, K-Rbgel, Jupiter Probe and 


H DISK AVAILABLE. DOUBLE SIDED wilh BONUS 
MACHINE LANGUAGE ADVENTURE OhIy on |he disk! 

ISSUE 31 - Our masaive Survey Oh all Ihe WARGAMES available Icr lha S‘blt Atari 
heade this issue which also includes a great type-ln synlhaslser listing called 
ORIGINAL SYNTH. Other listings incliKle FONT FACTORY, a nice Character editor 
and a chiUengltig game called BOWL TRAP. A leBturs on SSI, more Tutorial 
Subroutines, a long feature on THE flEVERENOlHG STORY, reviews Ol ROADWAR 
2CMn and THE DUNGEON plut many more are also in Ihia laBue. ST SECRETS, 
a new aeries on ST programming begins with a Inak at sound and the ST review* 
seclion includes IMG SCAN, BASE TWO, TEMPOS and many more. 

H disk available - AII me ezlra files for ORIGINAL 
SYNTH sel up ready Id run plue all Ihe other listings. 

ISSUE 32 - A great card game lor G^i| users called, ralher unlrvaplhingly, WhHST 
plus a two player game of TENNIS and a GRAPH MAKER that worke on Ihe 1029 
pHnlet. A rvew eedes starts on EXPANDING TOUR ATARI and there is an excellenl 
prcgram.lulorlal on BUBBLE SORTING. Reviews include THE PAWN, GUILG OF 
THIEVES, SPARTADOS'U.S, DOUBLER aixl many more. ST users can lind OUl 
abOUl programming graphics wilh ST SECRETS and can read all aboul Ihe TURBO 
DIIZER, PC DITTO plus reviews ol Tanglewood, Defender Ol The Crown, Winter 
Olympiad, PROSPERO FORTRAN and more. 

H disk available - double sided with bonus 

MACHINE CODE ARCADE GAME only or Ihla diek. 

ISSUE 33 ‘ Many reader* have aeid this la our beat isaue yet wHh an evleniuve 
tealure on ohooaing a printer fot youf Alari, plus HEAVY METAL, a euperb type-ih 
machine language aroade game. Other type^ln listings include another game, 
CRYGTAL CR1GIG and two ulilitias, COLOUR TUNER and SOFTKEY, Ihe letter 
being a *upet keyboard 'macro', utilily. ST ownwr* can llhd out more aboul 
PROGRAMMING GEM with anolher arllcie in Ihe series end there are load* of 
reviews indudirtg MASTERPLAN, GUHSHIP arKl GPECTRUH 112. Thave'e much 
more In (hie issue besides, indudirtg some great mbtlc lor the Mlil. 

H disk available • irvcHKiing two bonus games 

that are not in the magaiirte, 

ISSUE 34 ■ An ADVENTURE apcclal Id delight all fan* al Atari Adventuring. 
Excluelve and evlenslve Inlervlew with LEVELS, two TYPE'IN S bil ADVENTURES, 
games rivlewe, Pumper A,Z HINTS AND TIPS for all kind* Ol adventures, a survey 
of almost every known Alan adventure and much more-. Other Item* Irtclode DAVE 
TS DiSCG, FLYING BY THE BOOK, TUTORIAL SUBROUTINES, the ShElL SORT 
and the regular*. BT File Irkclirbea a round up of ST adventure*, a review et 
DUHGEOHHASTER, hinl* on idvenlure* and Hacks of genera! game* review*. 

H disk availabue - include* TWO bonus 

ADVENTURES only lo be lound on thi* difk. 

ISSUE 35 ^ Use ycur powers of deiJudlon TIME TO KILL to solve e ctime CleudO 
leshlon, bend your mind with BALLBENDER, a very dlTletCht game. Other great 
gams Include REFLEX In machine code and JUMBLE CELL, * r*al pUUler. Plus 
HOW TO WRITE YOUR OWN BOOK on e 130XE, CHARACTER ANIMATION, 
STRUCTURED PROGRAMMING plu* Ih* usual he«l bl reviews. The ST B*dliOh 
Include* mad, the best type-ln ST liating So lart published - lYpe It In ST BASIC, 
*nd up Wl|h a machine code game! Alao, a cDmpr*h*n*Jwe irllele on VIRUSES, 
whal Ihey arc and how le deal with them. Loads of game* and other reviews. 

H OIGK available - Includes BONUS machine code 
game only on the disk. ST DISK alao svallable for thi* 

Isiue whh MAD ready to run. 


BACK issues ar« El.ZtJ sach ir tha U.K., El.95 for Europe or suriaoe mail elsawhara and E2.75 for Air Mall oulside Europe 
ISSUE DISKS are for any AEk or 54k &49lt Atah. Each disk la C2.9S. Postage FREE in U.K, Overseas add £1 par order (any numiKr of disks) 
Send your order lo PAGE 6, P.O. BOX 54, STAFFOflO, ST16 lOfl. ENGLAND, ACCESS and VISA accepted. Telephone OTflS 213923 
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A rutkcf differciit 
lofik with FUSION 


Behind the 
wheel In 
LOMBARD RAC 
RALLY 


ST NEWS 


What's that strange creature doing at 
Cardiff Arms Park? 


BAAL 

God of Evil 


HELL BENT 




Ps^'^nosi^, having released only a select frw games over the past couple of years,r are now expanding nwllh newfdbefs and 
associations with aversras prograininers^ First release on (heir new Psyclapse label is Baal^ in which the supreme God of 
Evil has despatched his army of undead to steal a dreadful weapon of destruction - the War Machine. Those willt weak 
stomachs will be pleased to learn the the game Is not ifcrite so gruesome as the advertising/ JVert up tH>in Psygnosis is 
Captain Fiit Meets the Blaster-Trons(!Jif. a two player collaborative game that Psygnosis claim is so addictive that they 
had to ban it trom their own oiiices? Lots of blasting, keys to Hnd, gales to unlock and other adventures with split screen 
views of each players action, fflgb in action and, at £l4.9i, low in price ***** trom Electronic Arts is a new arcade/strategy 
game called Fusion featuring two directional parallax scrolling^ digitised sound, the lot* Object is to collect nine pieces 
of a bomb scattered over 1J levels and return them to level I via an Assault Cruiser. Doesn't seem to be too much blasting, 
more ptutzle solving such as trying to operate coloured switches to other levels. At least the screen shots look ditl%rent 
from what is now becoming almost standard .... then there^s Hell Bent from Novogen, following up Mercenary and 
Backlash^ not programnied this time by Paul Woakes but by one Donovan Frince. Hell Bent is standard blast ^em in 
Coldrunner vein but plenty fast Codemasters, hoping to repeat their success with BMA Simulator, have Rugby Simulator 

ccwning up In which, you guessed it, all those of us who dtdn^ go to public school can revel in the noble game without 
having to lose teeth and eyes in the process/ Can't figure out, though, what that giant tortoise is doingon the field/ 
plus far too many more to mention between the time of writing and the time of reading, but Is the fiood of ST software 
now beginning to abate? 
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STOS 


E very so often In the life of ony 

computer there comes o program 
that con only be described as a 
'must'. Normally this is some form of 
'mega game' or highly efficient cut prog- 
ram, very occasionally on application 
such Qs Q spreadsheet but I hove never 
thought of Q progrumming language com* 
ing Into this category^ STOS though does! 

It is hard to knoirt^ just where to start in a 
description of such a comprehensive pack¬ 
age, perhaps the best start is to explain 
that STOS stands for ST Operating System 
and expand from there. 

The packaging for STOS claims it Ls a 
games creator, this is a little unfair since it 
brings to mind other packages which bear 
no relation to the breadth of function of 
this software. There is nothing truly com* 
parable with it and^in it's own field of 
grophic handling and sprite development, 
it con easily compete with most Basics 
currently on sale . 

So what Is In STOS? At grass roots level it 
is a Basiic programming language that 
commes as ^ single sided disks one of 
which is full of archived acc'essories^ the 
second with three demonstration games 
and the third with the actual language 


The greatest thing so far for 
the ST or just another program? 
Damon Howarth tries his hand 
at writing games 



fully debugged menu command line that 
would change the mouse cursor and pre¬ 
sent windows with differing fonts in them. 
Obtaining this effect in most other lan¬ 
guages I have used, has occasioned resort¬ 
ing to GEM calls and complex IF THEN 
routines. In STOS the command reads 
'menuS(l)=‘MENU"'menuJ(L, L)="item 1' 
and so on as far as you want menu 
choices. The activation of the menu is * 
menu on:A=mnseleci:if A <>0 then print 
’you chose item 'A'. Obviously this is ex¬ 
tendable and is most user friendly. 

The most important part of the program 
is, of course, the manner in which 
graphics and sprites are controlled. This Is 
simply effected using nothing more than 
X, y co-ordinates and the commands move 
and anim on/off. The sprites^ of which it is 
possible to have fifteen active ot a time, 
are interrupt driven (without needing in 
depth programming) and easily made 
aware of collisions, boundaries and all 
those other useful things 
sprites need to know in 
order to function in game. 
It was so easy to make o 
sprite pattern that I de¬ 
veloped a Wildlife Panda 
head to bounce around 
the screen In under forty- 
five minutes, andthiity- 
five of that was trying to 
get the correct curve to it's 
ears since I am no artist! 


Itself. The system recommends that it he 
Auto-Booted thereby releasing the ST from 
the strictures of GEM and gaining an extra 
32K to use. The loss of GEM is not so 
worrying as may at first be thought since 
the language provides a most user friendly 
environment. STOS has excellent file .seJect 
and menu commands, indeed it took 
.dightly less than half an hour to obtain a 


EASY SPRITE 
DESIGN 


Hoving pointed out that my artistic ta¬ 
lents are limited it was with some relief 
that I discovered that there was a utility 
called o sprite grabber with the software 
that enabled the user to lift their favourite 
sprite and tinker with it to include in their 
own programs. Even better there is also a 
means to store Degas and Neochrome for- 
mot backing screens in compacted mode 


to make multi-screen game creation a pos¬ 
sibility. Graphically there is the option of 
defining two concurrent screens to enable 
rapid and effective scroll changes, indeed 
the software even allows for commands to 
fade the pictures together at whatever rate 
or style is desired. The example from the 
manaai gives a sort of Venetian blind 
effect for a slow change, although by a 
change in control numbers this can be¬ 
come instant or explo.sive. The window 
creations (up to thirteen an screen at a 
time) con allow for quite complicoted 
screens to be built and by careful program¬ 
ming and interrupt use can almost look 
like the Blitter is Installed in your 
machine. Admittedly when there is a great 
deal of action on the screen at one time 
things slow down somewhat but not too 
excessively and, once more, the manual 
makes suggest! on.? as to how to keep opti* 
mum speeds at any one time. 

Once the initial euphoria of creating 
sprites and being able to control the way¬ 
ward ST screen wanes, the other features of 
the software become apparent. It is possi¬ 
ble to install various occessories into the 
machine (although this is better with a 
1040) which may be activated by function 
key, help mode or menu bar. Thus it is 
guite possible to have ihe sprite edito-r, an 
assembler, screen compactor ond font edi¬ 
tor at finger tip ccimmand without losing 
other parts of the current program or prog¬ 
rams, since four separate pieces of work 
may be maintained at any one time. 
Obviously this eots memory and is not 
recommended for 520Sr although even 
they can cope with one key developmental 
aid installed at a time. The really useful 
thing about all the accessories is that they 
are written m STOS and ore totally ex¬ 
aminable, thus they may be learned from 
or altered to taste. It is also possible to 
create your own ac’ce.ssories to run within 
the system and run time versions of any¬ 
thing ore possible by using a tagger sup¬ 
plied with the package. 
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CREATIVE ACCESSORIES 



Having discussed the 'bolt on' accessories 
it would seem to be a good time to com¬ 
ment on the more important of them. The 
most exciting areas of creativity are the 
sprite and map creators. The sprite creator 
looks like Q standard art package with uli 
thepallette functions, and on option to 
create sprites that will adapt to any of the 
ST's three modes. All the basic art package 
tools ore included such us semi circles and 
lines with the addition that on animator is 
incorporated and changes moy be saved 
and worked on with the minimum of fuss. 
The creator Is, like the other atxessories, 
icon controlled and, as such, user friendly, 
The sprites save to a special file which is 
subseH:,|uenitly called to the program ond 
accessed during run time whenever the 
Basic calls it, which saves time defining 
sprites in uprogram and also allows for 
modular program creation. Why waste a 
good sprite control routine when it cun be 
used to govern vorious banks of sprites. 

The map maker aiiows for the laying of 
static sprites in order to create Gauntlet 
style games. There are some quite familiur 
landmarks already in the memory ond 
indeed the basic .set up olmost resembles u 
Gauntlet editor. 

ADD SOME MUSIC 

There is also the facility to produce music, 
again interrupt 
drivein, to accom¬ 
pany your game. 

The accessory is 
not us sophisti¬ 
cated some of 
the most expensive 
software but it is 
extremely effec¬ 
tive. If the writer 
has some basic 
knowledge of 
music then the sys¬ 
tem is even more 
comprehensible, on the other hand it is 
still Q great deal simpler than progrum- 
ming the sounds from other Elusics. These 
files when created and saved, again be¬ 
come executable tacked parts of the prog¬ 
ram so, Qs with the sprites, your tunes can 
accompany many of your games. The 
music i-s controlled simply by the com¬ 
mands music on/off and the protJefined 
sound effects by commands such as bang. 
Spot effects are equally easy to program 
should the pre-programmed library not fill 
your needs, they simply require envelope 
parameters pussing in Susie statements 
Ond - zap - there it is! 

There is even a font designer included in 
the basic accessories which in conjunction 
with quite excellent string handling allows 
manipulation of any form of lettering, 
even Egyption Hieroglyphics. The editor is 
again icon driven and user friendly and o 
joy to work with, Minor useful occessories 
include a mouse detector, which allows the 
user to obtain screen co-ordinates of any 


point of a Neo or Degas picture thus allow¬ 
ing the programming of dangerous zones 
for sprites to enter. 

FURTHER ENHANCEMENTS 

The idea of accessories that will tock into 
ports of the program bonk mean that the 
system cun be upgraded us needed or de¬ 
velopment dictates. Already there are 
promises of u compiler and solid .?D addi¬ 
tions from Mandarin. These ond other 
such devices will merely enhonce this 

package. A great 
deal of thought 
and preparotion 
has gone into 
creating this 'all 
round good egg' 
and us such it de¬ 
serves support, 
which it Certainly 
seems to be receiv¬ 
ing, Mandarin 
offer o help line to 
all registered users 
(surely a better 
way to deter pirotes than pecullor protec¬ 
tion devices) and it seems are now even on 
MicTonet. 

If the system Is viewed os only another 
Basic then its number crunching abilities 
are not that of, say, Hi-soft although hav¬ 
ing said that the editor on this system is 
one the most friendly 1 hove come across. 
Perhops in common with many old time 
S-bit converts I find some security in line 
numbers and the dreoded GOTO state¬ 
ments but the lack of strange windows 
appearing and forever being in the wrong 
ploce to execute the command I wish ore 
now u thing of the past. To my mind this 
makes up for the 'older' approach. As u 
Basic it fulfills its funclion-s adequately, 
ond is more than competent at file hand¬ 
ling especially with its file select and menu 
commands. Indeed the ability to create 
spare accessories may well allow for creat¬ 
ing a number crunching environment, 
perhaps from the, now included, 
assembler. 


STOS is too powerful to be regarded os just 
Q game creator and indeed with its ex¬ 
tremely powerful .screen handling and 
mouse recognition could even be used to 
create adventures in the mode of Chrono- 
Quesl or even adventures with action in 
the style of the Cinemu-wure software. The 
three listuble demo-gumes give good ex¬ 
amples of how to use the sy.stem to its best 
advantage and are as playable os many 
commercial variants. One of the mtjsf in¬ 
teresting variants is the Orbit gome which 
bears u distinct .similority to Arkanold and 
in some respects plays better. 

VALUE FOR MONEV 

By now it must be obvious that I am most 
enamoured of the package ond feel that it 
represents extremely good value, If it is 
viewed only us un upgraded Basic to use 
instead of the supplied Atari package then 
it is much cheaper than any other on the 
market. When it is reali.sed that it also 
combine.? the sprite creator, music writer, 
font creator and the three good quality 
games then the whole package is an obsc^ 
lute bargain, and feel that it truly deser¬ 
ves its position in the charts. Furthermore 
it deserv'es to become one the listing lan¬ 
guages for magazines in the future. 


T cannot 
recommend this 
highly enough^ 


STOS 

Mandarin Software 
£29.95 
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UTILITY 




BOOT 


by Lawrence Staveley 


How many of you have hod the problem 
of adding a 1 Meg extemol drive to your 
ST only to Find that you cannot use double 
sided disks that have AUTO folders or 
Accessories? It can be quite q frustration 
tind I developed B BOOT to help overcome 
some of the problems. 

One way to overcome the problem is to 
physically chonge the drives over which 
may only work if the external drive is an 
Atari one^ or to make some hardware 
changes, both of which will void your war¬ 
ranty, A software solution is far less dras¬ 
tic, and olthough not the whole answer, 
this program will make your system much 
more flexible. The program is very simple 
to use QJid is written in ST BASIC so that 
any user con type it in so dig out that copy 
of ST BASIC, type in the listing ond save it. 
Now follow these simple steps. 


Format a disk to single sided so 
that the Internal drive can read it. 

2. Create an AUTO folder on this disk 
ready for the BASIC program to 
insert the machine code progroms 
into. 

3. Run ST BASIC again^ lood in your 
listing, insert your formatted disk 
in drive A and RUN the program^ A 
program will be created in your 
AUTO folder. 

4. Switch off the computer AT THE 
POWER SWITCH. 

5. After a few seconds switch the 
computer on again with the disk 
on which you created your AUTO 
folder used as the hoot disk In 
drive A. Von should shortly get the 
message to ^ PRESS RESET^, if you 
don't get this then there Is an error 
in the BASIC program, and it 
should be checked and re-run. 


If you have got this far you should now 
have a working version of B-BOOT, Simply 
insert q 1 Meg disk contoining an AUTO 
folder or an .ACC file that you wish to use 
in the external drive and PRESS RESET. The 
computer will read the boot sector from 
drive A and will then continue the boot 
with drive B as if it was drive A. 

There are a one or two problems which 
the program does not solve. The first is 
that softwore that loads from the BOOT 
SECTOR cannot be run from drive B, This 
is not very serious as ALL commercial sofl- 
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REM CREATION PROGRAM FOR 
REM B-BOOT: WRITTEN IN ST BASIC 
REM 

REM WRITTEN BY LAWRENCE STAVELEY 

REM FOR PAGE 6 MAGAZINE 

REM 

REM ENSURE THAT YOU HAVE MADE AN 
REM ’AUTO’ FOLDER ON THE DISK FIRST 
REM 

REM WRITTEN IN ST BASIC - ’87 VERSION 

ii=&?li60000;fullw 2:olearw 2:?:? 

for t=0 to 6 step 2 

read a:poke n-^t,a 

next t 

for to 25 step 2 
poke n-»-t,iSfli00O0 
next t 

for t=26 to 67 step 2 
read a:poke n-Kt,a 

next t:? "Creating A:AUTO\BOOT.PRG“ 
bsave " a:auto\t)OOt,prg" ,^li60000,68 

REM ONE DOWN, ONE TO GO. 

n^SfUeOOOO 
for t=0 to 5 step 2 
read aipoke n+t,a 
next t 

for t=6 to 27 step 2 
poke n-i-t,&fh0000 
next t 

for t=28 to 71 step 2 
read a^poke n+t,a 
next t 

?!?:? " CREATING: A:AUT0\P0WER_UP.PRG":? 
bsave "a:aiito\power_np.prg" ,&li60000,72 
end 

REM ** BOOT^PRG - DATA 


REM 




data 

data 

data 

data 

data 

data 

data 

data 

REM 


^^h601a,&!3l0000,&?ll0028 
&hffff,&?li42a7,&?li3f3G 
&?h0020,^^li4e41 ,&hdefG 
&]i0006,fi?li33fc,&h0001 
<5^h0000,^li0446,&?ti3f3c 
^ROOOl ,&’h3f3c,&?h000e 
&?h4e41 ,(Sfhdefc,^^h0004 
&h3f3c,&h0000,&h4e41 
** POWER_UP.PRG - DATA ** 


REM 




DATA aMi601a,&h0O00,fi^liO024 
data &h2f3o,^li0000,&li00l6 
data &h3f3c,&“li0009,fi^]i4e41 
data &hdefc,&?li0006,A?li4ef9 
data &li0000,^^li0010,&]i5052 
data 5^M553,&li5320,&?li5246 
data 5^115345,&h5400,&li0000 
data &li0000,sph0002,&hl000 
data &h0000 


ware is supplied on half meg disks. The 
second problem Is that if o program 
changes the drive handle back to A: the 
computer will revert to drive A. This cun 
often be changed by using o progrom like 
antic's disk doctor to seorch for file¬ 
names and change the drive Identlfieirs. 

The only other thing that might cause a 


problem is not redlly a fault of the prog¬ 
ram. If there is a DESKTOP-INF file on your 
disk thot is set up with a window open for 
drive A then the computer will read the 
directory for drive A, The only way to solve 
this is to set up the window with drive B 
open, save the DESK!OP.INF (to drive A), 
und then copy this file onto drive B. n 
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Prospero 

for the Atari ST 


lor^e Ubryry), The next program 
was muth more ocimplex^ and oil 
library functions worked fine, sri I 
suppow it is an isolated problem. 


The C compiler market is an in¬ 
teresting one to join. Obviously C 
Is Q very jxjpular language, but 
the marketplace is already served 
by a number of well known, pro¬ 
fessional compilers, like tbe Lattice 
and Mark William.s compileoi- To 
enter the market now you have to 
provide something better than is 
already there and Prospero C does 
do that - by providing a fully inte¬ 
grated environment (first used in 
their Fortran), the PROBE inte¬ 
grated debugger, and ANSI stan¬ 
dard compatibility. 
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THE PRO C 
ENVIRONMENT 


The Pro C environment incorpO' 
rates a windowed editor which con 
manage up to four files to be 
edited at once. The editor under- 
slcmds many Wordstar ond Macin¬ 
tosh style key commands and is 
acceptable, but it does have its 
problems. Mouse integration is not 
good, as using the scroll bars 
causes o lot of mouse shope 
changing and the re-draw is much slower than the equivalent 
key command. The biggest pain for me is that when you select a 
block, the Delete key deletes the single character under the 
cursor, not the block. I also lend to expect it to work as the Mac 
and Microsoft Windows do, and delete the block when I type 
something else - but it just adds the new stuff to the block. This is 
a problem of application consistency, and the fact that GEM 
applications aren't consistent is ptJrtly due to the lack of applica¬ 
tion guidelines that the other systems have. The editor also uses 
spaces for tabs, which as I have said before is terrible for 
programming, but no Atari editor yet suppcjits real tabs. Apart 
from mouse speed and block irrlititions, the editor is good, 


trafUt 


reviewed by Matthew Jones 


FOUR MANUALS 


Prospero C, hereafter referred to as Pro C, comes as a package 
containing three single sided disks, and four covered ring bound 
manuals in o slip case. The disks contoin the necessary prtjg- 
rams, and some sample source files, as well as library header 
files. The manual explains he>w to place the files according to 
your disk drive set up. If you have a hard disk (as I do), you 
may place them more or less where you like - you can configure 
the compiler to find them anywhere. 

The four manuals each cover a major area - the compiler and 
utilities; the C language library; GEM AES and GEM V[>L The 
latter two are very thorough, giving not only the parameters, but 
why you would use a hinction and example code. It is not quite 
perfect - I notice for example that vst_icHid_FDntsO does not 
mention that GDOS must be resident or it will crash - but they 
are very good nonetheless and I am pleased to see them. 

The main manual covers the installation, compiler and utilities; 
the language definition; Prospero implementation and appen¬ 
dices which include the error number explonations (though no 
more than will be shown by the compiler anyway). Each topic 
is covered well, though some more obscure subjects could do with 
more elaboration -1 hove yet to see an understandable explana¬ 
tion of the new tt# preprocessor token. 

The fourth monual is the prospero C library reference. This is 
in two basic section.^, the first covers functions by the header file 
that they are declared in (and so is a breakdown by classifica¬ 
tion) and the second section contains function descriptions. I am 
pleased to see that each function has its own poge in the 
alphabetical sequence - unlike the Lattice manual which lists 
printfO fprintfO and sprlntf() under one name. The user is refer* 
red elsewhere for full detail, but at least it is easy to find. The 
C library includes oil the old favourites, but also some I did not 
expect. Routines for directory searches, findfirstO and findnext(), 
as well as a drivemopO to tell you which devices are attached 
ore useful extras. Each function is indicated as ANiil standard 
or not, so portability may be maintained. 

The first program I decided to write was a small utility to run 
another program and then hang. It may not sound useful, but 
it qllows me to park the heads on my hard disk without huviiig 
to close the windtjws ond run SHIP.PRG from a floppy. My first 
attempt caused the system to bomb, and I eventually found out 
that you must pass at least one parameter (as well as the 
filename) to the spawnQ function - something not mentioned in 
the manual so 1 presume it to be a bug (not uncommon in any 


COMPILING 


Once you have your file, you can then use menu options to 
compile and link it (separately or together). Compilglion is 
regulated by a set of options which control such things as strict 
ANSI odherence, char is unsigned, generate compact code, in¬ 
clude pointer, index and assignment checking. Other options 
allow you to compile a file that is not in the editor (it is also 
possible to use the compiler as command line driven) - necessary 
for one of the demti programs due to insufficient memory on my 
520; to just check the syntax; or generate a cross reference. One 
point I found annoying was that the line number shown on the 
dialog for errors includes lines reod from the indude files, thus 
the error which it soys occurs on tine S63 of your source file may 
actually be on line 47, so noting the line provides no help. It 
would be nice to see the first twenty errors remembered so that 
the compiler could toke you from error to errtjr for debugging. At 
first, I felt it was quite a slow compiler - 15 seconds to compile 
and 23 seconds to link a simple 'hello world' program which 
included stdlo.h, I compared it to Lattice C and the command 
line version (about equal), and it seems the environment has a 
slight handicap, probably due to memory overlays. The manual 
does not mention optimising the output at alt, something which 
is becoming more stondard nowadays. 

At about the time I started to write this review, the December 
issue of PCW magazine come out. It has an article by the BSI on 
ANSI standard compilers, and two short programs to test com* 
pliance. Pro C fails both! Obviously in any complex program, 
there will be some small bugs, and Prospero say thot they will 
continue to tighten the compiler to the sf>ecification, correcting 
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Completed - in triplicate 

FORTRAN, PASCAL AND NOW C 


For some two years Prospero have 
provided the complete programming 
solution to the Atari ST and GEM, 
provided you wished to program in Pascal 
or FORTRAN* and indeed a good many 
of yoii did. However it was always clear 
that a hole existed in the market for a top 
quality C compiler with full access to 
GEM and an easy to use environment. We 
believe that we have filled that hole. 

Completed family. 

Choosing a programming language has 
always been a problem. Each language 
has its own strong points and you always 
seem to want those features not in the 
language you have. Therefore our three 
languages are fully interlink able, so you 
can get the best of each language in the 
same program. Better still the three 
products all look and feel the same so you 
always feel at home with each. 


Completely Standard, 

Another problem with programming has 
been that source code is not as portable as 
you may believe - not al IC ’ s are the s ame. 
We have done our bit to lessen the 
problem by making all our compilers 
contain the standards so that if the text 
book says your compiler should do it then 
ours will. 

Completely Documented, 

There is not much point in having a 
powerful compiler and GEM library if 
you can’t use it, so we provide very 
extensive documentation. For example 
each GEM function comes with a 
definition, explanation and an example. 
The C version of the manual contains 
1CXX)+ pages and stretches to four 
volumes! 


Complete Package, 

We've mentioned the 'environment^ but 
people who don't know Prospero might 
not appreciate the full extent of what we 
put in, so here goes: Compiler, MuUi- 
window editor, super-fast linker, 
librarian, source level symbolic 
debugger, program cross-referencer* 
documentation, technical hotline support 
and example programs. For the really 
heavy duty programmers we have 
hardware floating-point libraries 
available as an extra. 

Complete programming solution. 

So we now claim to have the complete 
Atari ST programming solution in Pascal, 
FORTRAN and C, and it is all available 
now off the shelf, Pascal is £99,95* C and 
FORTRAN are £129,95 each. 


Pro spero Software 
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as discrepondes become known. If you find and report q bug yog 
will receive a free upgrade when it is fixed. 

LINKING 

The linker am be told to link without flootihg point libraries, 
with the GEM libraries, or with a control file. The control file 
allows a progmm to be made up from more than one source file. 
It is at this point that I wont more from Pro C. Everything that it 
does, it does competently (it has never even bombed on me!}, but 
I hove been spoilt by the Macintosh and IBM PC world Unlike 
integrated edilor<ompilers on those machines. Pro C has no 
intelligence. I am used to flipping between each of four or more 
source files, and when I feel ready, choosing 'compile^ and 
having it look ond think 'hmm, he^s changed these two source 
flies, so I had better re compile them before linking'. This princi¬ 
ple - the MAKE principle - makes programming easy and fast as 
you cannot forget to compile o module, Because the system has a 
list (which it helped you build) of the source flies, it knows what 
to tell the linker for you. Such an environment really does help 
and Pro C is not yet it - but is the next best thing. 

THE DEBUGGER I DREAMED OF! 

PROBE, the source level debugger, is something I dreamed of 
years ago, and ol last it is possible on the 5T. Thot soid, it is by 
no means up to CODEVIEW on the IBM, but it has all the 
essentiaLs. Once you compile your program, generating line 
numbers and a source listing, you may use PROBE to debug it. 
Debugging with PROBE can be initiated from the environment, 
or from the deskUsp. When the program under test starts, you are 
shown the current line (from the listing file). You may then step 
through the program, tell it to execute a number of lines, or tell 
it to go until it gets to a line. This ability to stop when it gets to o 
line is very powerful as you may specify a range of lines in a 
porticular file, or a varioble thonging. The latter may be subject 


to a condition, so you con let the program run until the variable 
'loop' gels to 998. Such capabilities allow debugging to be much 
faster, especially os multiple 'breakpoints' can be specified, You 
can also find out the function calls made to get to the current 
location, or view the route which the program took to get here 
(i,e, the most recently executed lines). These answer the age old 
programmer's question 'but how did it get here?' More basic 
facilities include enabling screen swapping (so windows etc. can 
be maintained), on-line help, listing lines, profiling (siiyou can 
find out which parts are used most - very valuable}. PROBE will 
olso work with a machine code debugger if you need it. 

Another essential aspect oi source level debugging is viewing 
variable contents in the appropriate form (i.e. as an integer or 
string, not just a string of hex digits), “you can obtain displays of 
local and global variables (including strings) and change them 
loo. If you don't have source level debugging you should buy this 
now. For six months I had been using CODEVIEW on the PC, 
then come to work on the ST - and couldn't remember how you 
debugged on the ST - true) Being able to wotch your ccwJe execute 
will at least double your productivity. 

CONCLUSION 

Prospero C will in future be my compiler of choice on the Atari 
ST. It supplies what ! need in o compiler - ANSI standard, on 
integrated environment and source level debugging. But there is 
still room for improvement. I have mentioned compilers on the 
Macintosh and IBM PC which take integration steps further, but 
Prospero C is a step in the right direction for the Atari, ond is 
well placed to provide us with better yet -1 shall pass on my wish 
list] 


Pmspem C costs £129.93 and is avaUabic fwm Prospero Softwoft? l td 
190 Casietnau, l ofidcn iWJT 9DH. 01-741-8531 
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TRIP-A-TRON 


THE 


LIGHT FANTASTI 

John S Davison looks at 
a year in one man’s life 


^ t II mn iT^ 
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Remember all those Llonia- j 
Mjih udverts on the bock of ] 

Page 6 saying "Colon rspcic^'- 
2 - Coming Soon"? Well, ace 
programmer Jeff Minter fin-' 
ally delivered it in ihe form 
of Trip-A-Tron, his most 
advanced light synthesiser 
yet. It turns your compiler 
into on instrument for prodiucing”TjnrmatK3 light and colour 
graphics displays, usually as on accompartimenl to a piece of 
music. It's not a 
sound to light 
converter - YOU 
have to do the 
playing, 

T rip-A-Tron 
tomes On two 
disks in a very 
smart yuppie- 
type KLlofax style 
binder. The high 
quality illus¬ 
trated instruction 
manual runs to 
pages and 

tcKJk |eff longer to write than it did to code the whole of 
some of his early games! It's written in [effs usual zany 
style, making learning the program's features o pleasure 
instead ot the chore it could easily have been. 

The program comes with pre-contlgured auto-loading 
demo files, so after just a few seconds familiarisation you 
can be viewing a breuthlakingly beautiful kinetic light- 
show of your own making. YouTl produce pleasing results 
toO', as it's virtually impossible to- play the visual equiva¬ 
lent of a 'bum note'. In fact, ease of use was u major 
design aim, implemented mainly through a series of 
menus and control screens the like of which you've never 
seen before. They're liberally sprinkled with humour, and 
usually invo-lve llamas, sheep, or camels somewhere in the 
design. 

There'^s enough demo material! supplied lo keep you going tor 
a long, long time as virtually the whole keyboard hos been 
mapped with mony 
colour palette, pattern 
decay, pattern expand, 
symmetry change, star- 
field, strobe, and loser 
effects. 

The demos and presets 
are only a starting 
point though, Vou have 
access lo all Trip-A- 
Tron's control func¬ 
tions, allowing, you to 
customise the whole 
thing for your owm pur¬ 
poses. For instance 
t.here's the Colour Cooker for building customised colour palettes, 
colour rotation ranges, and smooth colourtlows from any mloar 
to any other. There's the "Sillyscope" for customising simaluted 
la.ser dot and line displays by choosing driver waveforms and 
other pururneLers. You can even create 
your own waveforms using the waveform 
and oscillator editor. You can also edit 
your owm decay, expander, a rad line pat¬ 
terns for plotting on screen in respon.se to 
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TRIP-A TRON 
l.lamasoft 

£34,95 


mouse movement. 

All of the abcjve can be 
done on any ST, but cer¬ 
tain other facilities require 
u minimum of 1024K 
mernoiy'. In this category 
are the starfield editor, 
video sequencer, and event 
sequencer. As you'd ex¬ 
pect, the starfield editor allows you lo create your own animated 
slurTield effects, the two sequencers are probably the most power¬ 
ful features of the pr{jgruirii. The video sequentier allows you 
to load multiple NeoChrome, Degas, or RLE (Run Length 
Encoded) pictures into □ framestorc and then manipulate 
them in maray wfays. Functions gvoLtable include rotation in 
three dimensions, reflections, .scrolling, resizing, replication, 
pixelisulion, filtering, texturing, and frame sequence display 
to produce picture animation. All this eats memory, so the 
bigger your ST the better. There's room for only 16 frames 
in 0 1040ST, which is a bit limiting, but you can get 110 
or more in a Mega ST4. 

The event .sequencer is a method of reccjrding lightsynth 
events in real time on up to eight independent tracks. Vou 
cun Ilien play thsm back so they automallcolly trigger at 
the right lime, allowing you to concentrate on other aspects 
of a performance. It's similar in concept lo sequencers used 
with sound synthesisers. Events include such things as strobe 

effects, symmetry 
changes, and ani¬ 
mation sequences, 
Trip-A-Tron even 
has its own] t>uilt- 
in programming 
language. This is 
KML (Camel - get 
it?) or Key Macro 
Languoge. H 
allows you to svrlte 
programs to con¬ 
trol and execute 
Trip-A-Tron's mul- 
litude of facilities and assign them to triggering keys on the Si 's 
keybCKird. You can have up to 128 programs residenl at any time 
and up to EIGHT running in parallel, KML cun read 
MIDI data from a music keyboard too, which opens 
up some extremely interesting po55ibilitie.s.! 

All the customi.sed elements you create may be saved 
out to disk far later use. There are twelve different file 
types for this, so file handling can be quite compiex- 
lo simplify it there's a got.xi file access menu and u 
macro-loading system for handling groups of related 
files. 

leff Minter has dedicated u year of his life to creating 
TripRA-Tron. It's a massive investment of time and 
energy, and it shows in the high quality and versatile 
nature of the final product. .Althcjugh the program 
has bc.'en reviewed before none caf the review^s have 
really explored the depths of Trip-a-Tron but that's 
not really surpra.sing. How can you condense into □ few hundred 
words something that has taken this about of time ond dedica¬ 
tion to produce? This time is rehecied in the relatively high price, 
but Colourspace owners cun get a £10,00 discount by reluming 

their Colourspace disk direct to Ltama- 
.sofl. Trip-A-Tron is a magnificent piece 
of .software, taking the ST into new 
realms of creative possibilities. Buy it 
soon and exjrerience them yourself. 
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AS EASY AS ABC 

With so little educational software on offer 
a new series from softstuff looks promising 
so John S Davidson takes a look to see 
if this might be the start of something good 


There's always been a shortage of educo- 
tionol programs on Atari computers, so I 
was very pleased to see thifi new ST release 
from Softstuff, o new software company 
aiming to specialise in educational 
packages. 

Producing a sucTressful educa¬ 
tional program, particularly if 
it's aimed at young children, is 
not as easy as you'd think. 

Amongst other things the prog¬ 
ram has to he friendly and easy 
to use by its intended audience, 
it must he able to capture and 
hold the child's interest, he fie- 
xible enough to cope with diffe¬ 
rent skill levels and reinforce 
(not conflict with) other means 
of learning, portlculariy school 
work. And, lest we should 
forget, it should also teach 
something worth leoming! 

Spell Book tries hard to meet 
these criteria. It's u simple read¬ 
ing and spelling 'gome'aimed at children 
in the 4-6 year tiid age group. It's based on 
the idea of displaying a picture of u famil¬ 
iar object and inviting the child to spell 
out whut it represents. A correct answer 
results in one of several children's songs 
being played plus a number of points 
awarded depending on how many 
attempts were taken to get it right. 

The first thing u child notices about a 
program is its presentation, Robin Kimber¬ 
ley, Spell Book's programmer, has ensured 
the program's displays use big, bold letter¬ 
ing and bright, attractive colours. The 
graphic work (prtjduced by ortist Stephen 
Taylor) is clear and uncomplicated, and 
the young.ster.i should have no problem in 
correctly identifying the required words 
from the pictures. My only gripe about 
presentation concerns the sound of the 
program rather than its looks. Title screen 
music and musical rewards use only one 
sound channel, and the result Is excruciat¬ 
ing! On first hearing even my seven year 
old son Peter remarked how awful it 
sounded. 

One of the biggest problems with educa¬ 
tional programs is their use of the 


keyboard. Young children are initially 
taught to read und write only lower cose 
letters, so giving them a keyboard marked 
in upper case often results in in.stani con¬ 
fusion, Softstuff have tried to ovoid this by 



I j 


abcdefghijkln 
napqrs tuvwxyz 


using only the mouse. This is an excellent 
idea, but only if it con be done easily by 
the youngest children at whom the prog¬ 
ram is aimed. Urifortunately, Softstuff 
hove managed to make the mouse opera¬ 
tion more complex thon it could be. To 
spell a word you pick up letters one by one 
from the alphabet grid ut the bo'ttom of 
the screen and place them in the spaces 
provided under the picture but you hove to 
click the LEFT mouse button to pick up 
letters, and the RIGHT button to put them 
in place. If the letter isn't precisely aligned 
with its space you can't put it down, and 
if you accidentally pick up the wrtmg letter 
you can't put it back ond choose another. 
You have to position it in the word you're 
building and then click on a backspace 
icon to erase it. This all seems rather com¬ 
plex for o four year old child to handle. 

Another grumble is that there are only 26 

SPELL BOOK 
Softstuff 
£19.95 


words to spell - one for each letter of the 
alphabet. This seems rather miserly for a 
pnigram costing almost £20. Softstuff say 
they'll be releasing extra wtird disks at 
£9.95 each, but this could make the whole 
exercise very ex pensive. Also, 

I the choice of some words strikes 
me as u little rM.Jd, Most ore OK, 
being words of three and four 
letters like ANT, EGG, and 
FROG, but for the letter 'O' the 
word is OCTOPUS. On the other 
hund, I guess even a four year 
old likes the occasional chal¬ 
lenge! 

The program handles three 
skill levels - not by using easier 
words at lower levels, but by 
giving extra attempts ut getting 
a word right und supplying 
visual clues as to which ietlerx 
ure wrong in the event of mis¬ 
takes being made. If the two 
ployer option is user! both ploy- 
ers hove to use the sume skill level, which 
is Q pity. 

The total words spelled correctly and in- 
corretily are shown to each ployer at the 
end of the game. These numbers are then 
presented u.'s a .simple piece of arithmetic 
showing number right minus number 
wrong. It's possible for this to produce a 
negative onswer, in which cu.se the prog¬ 
ram displays 'More Wrong Thun Right'. A 
score is also displayed, calculated from the 
number of words spelled correctly with de¬ 
ductions for mistakes. Also by way of re¬ 
view^ all the words the child has attempted 
are displayed in sequence, first the ones 
correctly spelled then the incorrect ones. 

I hate to say it, but Spell Book was a 
disappointment. It has enough rough 
edges to put me off buying it, and with its 
limited vocabulary of only 26 words it 
doesn't .seem good value for money. With 
a bit more poli.sh and an exponded voca¬ 
bulary the story could be different. Soft- 
stuff have obviously tried hard to produce 
a good quality product for this difficult 
area of the market, and we should ap¬ 
plauded them for doing so. I look forward 
to seeing their future releases. • 
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AUTOROUTE 


It is quite rare nowtidtiys for a program to come along that is 
truly unique. Almost every program Ls a variation on an estab¬ 
lished theme, another word processor, onotheT database, another 
art package or yet another gome so when something totally new 
comes olong It becomes quite eKCiting. In this case the program 
Ls Autoroute, which has been omund o while on the PC's but 
now mokes its way to the ST. Autoroute is just what the name 
Implies, a route finding program for the whole of moinlond 
Brltoin based on over 67,000 miles of Ordnance Survey mapped 
roads. With Autoroute you need never look at a rood map ogain 
and whal'-S more it will also tell you how long your journey is 
going to take. 

FORGET THE MAP 

In the time it will take you to walk out to the car for the map, 
you will have Autoroute up and running. The program Ls very 
easy to use, no map reading skills are involved arid you don^t 
even have to be oble to spell because the program will give you a 
choice of places for names it doesn't recognise! 

Initiol choices for set up are the choice of miles or kilometres, 
speed, rood preferences and choice of routes. All these are simple 
drop down menus with the speed as a predefined selection of 
2Cv, Normal, Rush Hour, GTi or HGV. These speeds are all fairly 
realistic and conform to the speed limits but you can change 
them if you wish and save your settingfs for future use. The route 
selection allows you the choice of - A Selection, Shortest, Quickest 
or Most Economic and whilst these are convenient headings they 
do throw up one or two onomolies such os the "^QuLckest ' route 
sometimes taking ksnger than the 'Shortest'! The routes really 
depend on your selection of rood preferences a'nd the 'Quickest' 
is really the optimum route using your preferred choice of road. 
RcKjd preferences are made by using slider bars to indicate your 
like or dislike of certain roads such os Motorwoys, A roads and B 
roads. Vou can also indicate if you like or dislike changing roods. 
Whilst this certoinly works in determining the routes chosen, the 
slider bars don't reolly give much indication of how the route 
will be affected unless they are right over to the 'Like' or 'Dislike' 
markers and this is probably the weakest part of the program. 
The journey detoils allow you to avoid certain locations but this 
is not quite as flexible as it could be. 

LET^S GET MOTORING 

The best way to tesl the program is to enter q familiar ioumey 
and so I dropped dawn the Journey Details menu and entered 
Stafford as o starting point and Hadleigh as the destination. That 
will catch it, I thought, as most people know Hadleigh as being 
in Suffolk but up popped a selection box asking me to choose 
between Hadleigh, Essex and Hadleigh, Suffolk! Nice going, but 
you do need to be careful as entering Hadleigh to Southend (a 
distance of 5 miles) gives you a route of 600 miles! What? Did 
you know there was also a Soathend on the South West coast of 
Scotland? 

After a minute or so of calculabTig the routes started popping up 
as a sliding bar gave an indication of the progress of the 
seorches. Quickest Route 171 miles in 2 hours 17 minutes. 
Shortest Route 167 miles in 2 hour^ 44 minutes and so on. Four 
routes in all were given before it was time to Exit and select 
whether to view the map or the route as text. Clicking on Route 
Map shows Q mop of the whole route with all the selected routes 
shown and the moin route highlighted by a flashing line. On a 


Is there such a thing as a 
unique program nowadays? 
Les Ellingham travels the 
length and breadth of the 
UK to find one! 

colour system this alternates between blue and red and is slightly 
harder to pick out than on a mono system. At this stage certain 
keys or the mouse may be used to enhance the map. 

Selector boxes allow more or less detail to be shown whilst keys 
allow, among other things, auto-naming of locations to be 
switched on or off, mute flashing to be toggled or the route map 
to be printed out on an Epson compatible printer. More and 
more detail can be added to the map to an impTe.S 5 ive extent but 
with autonaming the whole lot rapidly becomes unreadable. The 
solution is lo turn autonaming off and select each location with 
the mouse, place and road names can be switched on or off at 
will. Any point on the mop can be chasen with the mouse and 
zoomed in upon, again to an impressive extent, right up lo 
something like 2" to the mile! 

So how did my Stafford to Hadleigh route fare? Quite impress¬ 
ive, it picked out exactly the route I always take and a time thot 
was very close to the normal. One of the other routes given was 
the route 1 used to take before the IA25 opened and there were 
also a couple of minor variations that I had not thought off 
before, must try them! 

VARYING THE ROUTE 

When entering the journey Details you are allowed to indicate 
that the journey should go via up to four different points with 
provision for stopping time at eoch and you can also indicate 
that you wish to avoid certain places. If for instance you normal¬ 
ly hove a set Journey but hear on the news that Junction 17 on 
the Ml is closed you can simply enter your route as avoiding 
junction 17 and in the time it would take you just to find 
junction 17 on a conventional map, a new route will have been 
worked out! One thing that does not work too well here is that 
you can't indicate that you want lo avoid the Ml entirely, this 
can only be done with the slider bars mentioned earlier which 
causes problems if you want to avoid the Ml but join the M6 
later, journey Details doesn't let you avoidjhe whole of the Ml 
and the slider bar will normally select a route avoiding all 
motorways. 

loumeys via certain places works very well however and, by 
using the slider burs and recalculating the route an amazing 
variety of routes can be selected. The route timing is excellent, 
assuming no hold ups and will give you a veiy good estimation 
of your journey time given u setting off time or, better still, you 
can indicate what time you wish to arrive und the program will 
indicate what time you should set off! 

GOING ON HOLIDAY 

Working out routes from one point to another Ls quite straight¬ 
forward but whQt about working out a touring holiday? Let's 
take as an example a day trip around North Wales starting from 

confjVruec/ ^ ptige 63 
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I. The ijverafl route c/ios^n fixtm StaHiurd to Hadieigh, in this 
case moslty down the Motorway. By uaing the sUder bars on 
another menu we could have avoided the Motorway and selected 
0 rour^ on A road\ or ei^n on B roads, in the totter case the 
journey extends to over 300 miles and takes W hoursi 


2. Not ti very practical exercise in finding but included to 
the level of detail availabie. This i5 fhe same route as above 
added detait. Any of ffte n?o<lf <?f /ocafjwrs con be clicked 
upon to be identified. If you zoom in on particular locations the 
level of detail stays the same fcu/ wjfh the rnap at a larger scale jf 
tiecome5 readable. 


Journtu lirtinm 


h. Eisbh 


Illrl rsHirds 


lilllDEPfKT itaffard h 
fiiSIAt hs Jli tgrn lift anta 

IMIS 

n nllti 

IS 

1 Molwerhinptan 

IH6 

ISS alias 

ISE 

1 CSiElegl 

ailllAt HI J 11 HI je tard off dIHl 

1st Allas 

IS 

HCliech 1LLES5* 

aiSilflt Hf5 JIJ HI Jti 

IHIS 

III Alias 

IE 

EEfheld 

liiaiflt niS J7f turn aff anta 

mv 

llS Allas 

IE 

SMthenri 

l:$i^FTara aff Hita 

iBin 

U nlli 

IS 

iHadlefphl 

left aata 

ZlBalHUtlUE Hadieigh, EsstH 

mil 

1 

\i/2 fllle 

1 

IE 

SDuthend 


3. The print out on screen of our selected route. Any of the routes 
selected ccn be prfnfetJ ouf Jn TuH A4 size on any printer. The 
maps can also he printed out bx/f an T.pson or f.pson oompfllibfe 
is required 


3 JL 7 nil 


nore [letilj 




AaiitE Teit I ^ 

I 

Exit ti Menu I %. 


S. The holiday route described in ibe text showing a central route 
through inoivdorfio or a more Northerly route dose to the coast. 
This route ivxis calculated using the standard settings buf on 
alternative route could hove been found useVi^ more B roodjt. 


HAVE A mCE DAY OUT! 


S.t*rt fr»; ItsffH-d___ 

Itiffnrd_- 

VlfE linger_ 

Vll! C^lfrEpIt i 

Vli! eFvli''s Brldii. 
If la; Slir(Hibur|p___ 


Stppilitf far 

_(9L nlAiitti 

_ (Bl ninutri 

—3BL nlnutri 
__ _nliHitti 


nvoiaing! 

Dvalrilngl 

Avflidlfill 

Sifoldlng: 


Tint; 

I Cancel ] 


4, The start of our holiday route. A circular route can be selected 
by giving the same starting point and destination but be sure to 
give a reasonable choice of places to go vta^ otherwise you fust 
end up with a route that is the jooie fbere and hack. Note that 
stopping limes can be given for each location. If you wonted to 
more places it would be necessary ^o JipbJ ibe route into 
.severoi secbons. 


fry ^ f r-illk «r . .|£xlt te flcm I .| 


6. Ifyou require more detail on any section of the roult^ you can 
simply zoom in on any cbojen /ocof/on. The detail is obviously 
not as great os would be obfoin^ from a conventional map but 
is nonetheless quite adequate for motoring. Notice that the usual 
CFM slide bars can be used to adjacent areas. 


























































































































































New Year Silperdeals! 


BLOOD BUGS BAFFLE BRITAIN’S BRAINS 


tun you the correct co-ordinates. Urifodunotely, a further bug 
means that if Cood-lJKking Stranger is the ftitST alien you rneet 
when you start fhe game^ then Greuf Bounty {the Migrax) may 
disappear before he cun gi^ you vilai information leading you to fftai 
other character. So, if Good-Looking Stranger is your hrst encounter 
you should restart the game. 


After you have completed a task for the Sinox on jplonef 128 he will 
teli you that he will give you some information. Unfortunately there is 
one combination of circumstances under wliich he fails to do io. Jryou 
iijf rhw fifiofi go and think of something to do with or say to Yoko, then 
come back to the Sinox. 


Occasionaity you will be given co-ordinates for planets which appear 
uruVThahifed - this appears to he due to a time wajp caused by the fact 
that you haven't done sornething yet that they assumed you wou/d 
haw done. What you need to do is pryh bmr. if/ added 3 to each letter 
so aj not to the ton tor toojie who don'll wanf clues!) 


So off you go ond finish it now! 


ME GOOD-LOOKING GAME5PLAYCK 
PLANET ME = NOTTINGHAM 
ME HELP YOU 

YOU NOT LIKE ME ME DESTROY PLANET 
YOU 


Seen Captain Bkmd on the ST? Great, isn't it? Played it? Pretty 
good, eh? Finished it? NOf? You didn't give up, did you? You id? 
Shairie on you - well, no^ to be honest, oetuolly it is not 
surprising at all - if you DID monoge to Finish it it would have 
been a Captain Bloody miracle: the UK ST version of Captain 
Blood has a number of significant bugs which make it COM¬ 
PLETELY insalubleJ 

But never fear, Sweeney’s notebook is here to help you. All you 
need is a little bit of information and you can bypass the bugs 
and finish the game (and the lost screen is worth seeing ' makes 
your hand sturt shaking again even though you’ve defeated all 
your clones!). All is revealed below - but don't worry - no clues to 
spoil your enjoyment, just necessary dutal 


Your mforrnarit is tying when he says fhof the third Robhead planet i? 
38. What he really meant to say was 389! 


Howdy Prison and In.sutt 4 both claim their planet is called INSULT 
80' one of them is lying. What he meant to say was fhaf his planet Is 
called BAD TRAP! 


If Good-Looking Stranger (the duggot on flasko 2) gives you a sef of 
ca-ordinafes preceded by an "=" ihen you may not be able to use fhem 


AATARf 520STFM 

Super Pack 

£ 359.00 

Including VAT and NEXT DAY DELIVERY! 
Atari 520STFM Super Pack includes: 

Built-in TV modulator atlowing you to use the 
520STFM with your domestic TV set. 
if Buift-in 1 megabyte disc drive for fast loading 
and saving of programs. 

★ C450 worth of free games software including 
MARBLE MADNESS, TEST DRIVE, ARKANOlD 
2, BUGGY BOY, WiZBALL artd 16 more. 

★ ORGANISER Business Software worth £50. 
if FREE JOYSTICK! 

if And to enable you to have your ST running 
within minutes, a free fitted power plugl 

ALSO AVAILABLE WITH JUST ONE FREE GAME £279 


^^commodore 

AMIGA A500 

£ 389.00 

Including VAT and NEXT DAY DELIVERY! 

Amiga Pack inc/udes: 

if Built-in 1 megabyte disc drive for fast loading 
and saving of programs. 

if FREE TV modulator worth £24.99 enabling you 
to use the AMIGA with your domestic TV set. 

if FREE Game Software worth £230 including 
BUGGY BOY, MERCENARY, WIZBALL and 
seven more games. 

if FREE PHOTON PAINT graphics package worth 
£69.95, 

if And to enable you to unpack and use your 
AMIGA straight away, a free fitted power plugl 

ALSO AVAILABLE WITHOUT FREE GAMES £369.00 


fetf range fft Attn vui 
Qmmodofe fitfdwt/e tfld 
seftwert tyttitdit it 
iAsemHpncer 


CREDIT CARD OBDERLINE: == 0908 663708 9am-8pm 

To order: telephone the credit card orderline above with your ACCESS or VISA number 
OR make Cheque or P.O. payable to Digicom Computer Services Ltd and send your order to: 

DIGICOM 

170 Bradwell Common Boulevard, MILTON KEYNES MK13 8BG 


SWEENEY’S 
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DUNGEON MASTER EDITOR ST 



Level 1 


•■il I* 

* in 
■ 

- IJd 

4 fKPlI twr 


£ 9.95 

(Disk & Book P&P £1.00) 


SOFTWARE EXPRESS 
212-213 BROAD ST 
BIRMINGHAM B15 2JP 
TEL: (021)643 9100 


Bashing your Iteod characters against a dungeon wall? 
At Iasi, the answer is here to oil those frustrating late nights! 

The Dungeon Master Editor 


from Softex 

Create shortcuts, new passages etc. 

Open doors without keys! 

Remove secret doors! 

Print out maps of all fourteen levetsf 

As reviewed in ST Action (December 1988) 

Also includes the revised 'Way of the Firestaff with the "List of 
Spells", Character Attribute Chari, ever more hints and tips and a 
brand new set of maps, (Amiga version soon) 

THE NUMBER ONE HtT AT THE ATARI USER SHOW. 


SOFTWARE EXPRESS 
9 EXETER ST. (THE VIADUCT) 
PLYMOUTH, DEVON PL4 9AQ 
TEL: (0752) 265276 


AUTOROUTE continued 


home (Stafford 090 in!). If you know which places you wish to 
visit then they con be typed straight into the |oumey Details, or 
you can check a conventional map for Interesting places but you 
con let Autoroute do almost all of the work for you. 

First thing to do Is work out a simple route from your starting 
point to the furthest point you are likely td visit and this will 
produce a mop of the whole areo you will visit. Clicking on 
different parts of the map will show you all of the place names 
and you can always loom in for more detail. Any one route can 
only go via four different places so if you want visit more than 
that the route will need to be split Into two or more sections. 5 o^ 
let's pick o few points, Bangor over on the coast to have a look at 
the seusider stay there about an hour, then down to Crlccieth for 
perhaps o quick visit to Portmerion. Allow another hour for that 
then on to Devil's Bridge for half un hour before reluming home 
via Shrewsbury, Looks okay for a duy, so let's set off at 8 o^clock 
and see how it goes. A couple of minutes calculation gives us 
four routes to choose from and a time of just over 9 hours, 
should be back In time for lea! Study the map for u few minutes, 
choose your route, print It out and off to the cor! 

The beauty of it is that you don 't need q mop in the car and 
whoever is navigating does not need any map reading skills at 
all - that could save a few arguments! The route is neatly printed 
out with details of all roads, the distance before turning off onto 
another road, the compass headings and the places to look out 
for on rood signs. If you keep a eye on the milometer even the 
kids could tell you the entire route! 

MORE THAN JUST A PROGRAM 

Autoroute is great fun just to play with, particularly if you have 
any interest in maps or travel but it i$ far more than just another 
program to play with. If you travel on business, you could find it 
on invaluable time saver ond with a little practice you need 
never again be late for an appointment. You can plan new day 
trips, go to familiar places by routes you have never thought of 


or plan a whole weeks touring holiday with customised routes 
available day by day. In short whenever you need to look at a 
map before getting into the cor a couple of minutes with Auto- 
route will save you a great deal of time and and will certainly 
moke your journey easier. 

After you have used Autoroute a few times you do begin to 
wonder 'is that it?' because there are few frills or extras, it does 
what it .supposed to do quickly and simply but isn't that exactly 
what a gexid computer program should do? The 'fancy' bits on 
other programs lose their appeal ofter o short lime but Autoroute 
will last as long as you keep driving and few other programs will 
have that sort of life! 

GO ON, BUY IT! 

Autoroute is a cracking program for anyone who travels at any 
time but here's the nib - the price is £149.50. Seems u lot but the 
program will probably appeal mostly to business users who are 
used to paying that kind of money and it will probably not sell 
in vast numbers. There Is also the fact that the maps are based 
on Crown Copyright Ordnance Survey material and the rights to 
use thot do not come cheup. Any business user can easily justify 
the expense hut for personal use? Well, you would probably puy 
a similar price for a couple of applications or half a dozen games 
and you will certainly get as much use from Autoroute os you 
would from u word processor or DTP package. Autoroute will ran 
on any ST but the route finding will slow down considerably on a 
520 due to the fact thut there is insufficient memory to hold all 
the routes. The penalty Ls lota of disk swopping but even that will 
probably be quicker than working out your mute from a map. 
Give it u go, it's not every day thot o truly unique piece of 
software comes along! 

Auiowutt costs £149.50 and is avaiiabk fwm Next &qs€, Unit 18, 
Central Trading Estate, Staines, Middx, TWIS 4XE. Telephone 0784 
60077 » 
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CHRONO QUEST 

Psygnosis 
£ 29 . 95 


Reviewed by 
Damon Howarth 


This is tin odventiim game in the style of 
The Uninvited and Deia Vu in so far os it 
controlled by icons. It ^ould oppear to 
be Psygnosis' first foroy into the adventure 
field and is presented with their normal 
colourful flair. 

The colour picture on the box sleeve is 
essentioi for the copy protection scheme, 
since it is through this and a see through 
grid that the predominant colour has to 
clicked in to ensure the game will start. 
While this sounds simple there can be 
problems and on one loading it took me 
ten tries to discern the dominant colour of 
some of the multi-coloured squares, if you 
happen to be colour blind you can forget 
Chrono Quest altogether! Once I finall got 
the program to run though it was well 
worth the effort as the artwork of the game 
is set to rival the best of Idagnetic Scrolls 
ond it is also functional! 

The task that is set is to clear your name 


of the murder of your father by finding the 
evil servant who has done the dirty deed. 
The story starts in a French chatcou where 
the adventurer needs to discover the pun- 
chcards that operate the time machine. 
This Is where the story becomes novel as 
there is a great deal of H, G. Wells type 
Victoriana to cope with while coming 
across many strange items, There is o strict 
order of visitation to the time zones and 
should that be done wrongly then the 
quest will fail. 

The control system is very friendly with 
some user loKes (look in the secret room of 
the chateau!) and even allows users with 
more than one drive to direct the drive 
select for the other 3 data disks. I found 
that the whole effect lent itself to the 
period the adventure was set in and the 
gome was not too difficult to get in to. 


There are the odd spelling mistakes and 
sometimes the pb|ect5 that arc placed do 
not olways go where they are aimed at. 
The program is somewhat forgiving of this 
and therefore acts to the spirit of the move 
as Opposed to the actuality. Having said 
that and commending Psygnosis on their 
expertise 1 still feel that this style of adven¬ 
ture limits the user to the icon commands 
and if the handbook is to be believed then 
ST users do not need or have as many 
command options as their Amiga cousins. 
In conclusion Chrono quest bus a good 
plot with a workable control system, effec¬ 
tive ortwork and better than average 
game-play, I quite happily recommend It 
to most adventurers of some experience, 
even to the text only puri.sts who could 
well find It a refreshing change and a 
definite relief from Princess hunting! 


THE GRAIL 

Microdeal/MichTron 

£ 19.95 


Reviewed by 
John Sweeney 


The Groil is u graphic adventure which 
uses the mouse for all its input. Us a sort of 
cross between a comic strip and a 'fighting 
fantasy' style game. The full screen 
graphics show the scenery, including you, 
a powerful wizard, and the characters you 
meet. The graphics are excellent, fantasy- 
style hand-drawings. By pointing at the 
characters you gel their dialogue disployed 
on the screen, just like the word ballons in 
a comic. {In fact you very occasionally 
have to point at an object, but the instruc¬ 
tions don't bother to mention that!) If part 
of the dialogue turns black when you 
point at It, then you can choose to click on 
it in order to move on through the story, 
Sometimes there will be multiple sections 
of block dialogue - then you have to make 
o choice - just like all those adventure 
books filling the shops these days! 

Your objective is to find the Grail In order 


to cure all the locals of the dreaded 
'mutant disease'. If you make the right 
choices (and most of them are fairly 
obvious if you read the back of the box 
where it says "the Grail can only be 
approached by a pure souri)f wander 
around long enough to meet all the local 
denizens (which takes an EXCESSIVELY 
long time since the picture loads take 10 to 
25 seconds every time you move!), and do 
a small amount of mopping, then you will 
probably finish the whole thing in three or 
four hour^. On a 1Mb machine you can 
create o 3S4K RAM disk and copy disk 2 
into it - this speeds responses up to 6 to S 
seconds and you will probably finish a lot 
quicker! 

Make sure you turn the volume up to get 
the odd sound effect, and read all the little 


asides from your companion - a gruesome 
fellow given to dropping such gems as 
'Did you see that holf-decomposed be^r 
crawling on the floor"! 

Watch out for the Save/Mestore routines: I 
met a new character, did o Save (Place- 
marker), and he disappeared! I tried a few 
Restores (Find Placemarker) and he reap¬ 
peared about 1 in 3 times! 

There are too few choices, no real puzzles, 
and not a lot to do really. Shame, because 
the pictures are good and so Is the concept. 
The whole thing seems more in the nature 
of a sampler than a full price game. If it 
was quorter the price then I could thor¬ 
oughly recommend it for the 1040. How 
can Microdeal publish something like this 
at the same price as such excellent value 
games as their Tanglewciod? 
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LOMBARD RAC 
RALLY 

Mandarin Software 
£ 24.95 


Reviewed by 
John Davison jnr 

Lombard RAC Rally from Red Rat/Mon- 
darin Software is a realistic simulator of 
the world famous motor rally. The car in 
which you must partake this gruelling test 
is a 300bhp Ford Group A Sierra Cosworth. 
You must complete the five qualifying 
stages, down winding roods and mud 
trucks, through forests and over mountain 
ranges (although I wasn't aware there are 
Q vast number of snow copped mountains 
near Telford, which is where some of the 
action is based!). As well os these ha^ords 
you must navigate your way at night or 
through thick fog. If you manage to finish 
a section within a quoJifying time yoa are 
awarded a cosh prize which con be kept or 
used to put towards the workshop repairs 
of any damage your car suffers. 

Upon loading the game, you ore greeted 
after a foirly ordinary loading picture, by 
a menu giving you the options to race a 
full rally, to compete In any one of the five 


HOSTAGES 

Infogrames 

£ 19.95 


stages (each comprising of three sections), 
to repair any damage which hos been 
inflicted upon your cor (provided you have 
enough money) or to participate in a T.V. 
interview to gain extra money. This 'inter¬ 
view' is in fact a quiz where you have 
answer certain questions related to the 
rally in order to win the money. You ore 
awarded cash for coch correct answer and 
you lose money for each wrong answer. 
Once actually racing, the view which you 
have of the rally Is from inside the tor 
behind the drivers left shoulder. The screen 
is about two thirds filled by the view of the 
dashboard with the remaining third being 
the three dimensional outside view of the 
road and the scenery. The instruments on 
the dashboard all work and are in the 
positions which you would expect to find 
them. The outside view is well drawn and 
animated smoothly with many varying 
objects by the roodside ranging from sign¬ 


posts to trees and bollards. Also, very occa¬ 
sionally you may meet other cars on the 
track and these too are well drawn to the 
point of being recognizable makes and 
models. The most impressive piece of oni- 
motion within the game however has to 
be the driver. Each time you move the 
steering wheel or change gear his arms 
move incredibly smoothly and realistical¬ 
ly. Considering their relatively large size 
and the ST's lack of a blitter this move¬ 
ment is most impressive, pariic\ilarly when 
he reaches across to the gear lever to 
change gean 

The sound in the game is fairly dull and 
uninteresting opart from the digitised 
speech at the beginning of each sectiori 
which is considerably more impressive 
than Red Rat's last effort on 'Jkzreaming 
Wings'! 

The gome is very' eosy to control and Is 
easily as playable as any other driving 
game. Overall I enjoyed Lombard RAC 
rally as it is a simulator which is not spoilt 
by going 'over the top' in a way which 
makes it too complicated to piny. The 
comprehensive manual not only tells you 
how to ploy the game but also gives a 
history of the rally. Mandarin claim that 
the gome was written 'with the help of 
RAC drivers to guarantee its authenticity', 
and it shows in the game's realism. Over¬ 
all a very good game which tan certainly 
be recommended- 


Reviewed by 
John Davison jr 


An Embassy has been overrun by a group 
of terrorists, and your job as the Head of 
the Terrorist Intervention Combot Team Ls 
firstly to ploce your crack marksmen in 
nearby buildings and then position your 
team of specialist paratroopers on the roof 
of the Embassy, After descending the side 
of the building by rope, protected by the 
morksrnen, these paratroopers must infil¬ 
trate the building and search for the hos¬ 
tages and their captors. 

The game loads with a most impressive 
animated sequence as the terrorists arrive 
in their car. The sequence is accompanied 
by some very good sampled sound effects. 
The game then moves onto the first section 
where you must move your men along the 
dark olleyways avoiding the terrorists'' 
sweeping searchlights and gunfire. If you 
manoge lo position any of the three men 


in their places you are then given control 
of the paratroopers as they abseil down 
the side of the Embassy and in through the 
windows. Once inside you move your men 
around in search of terrorists and hostages 
by guiding them from room to room with 
the aid of a map. 

The whole game ot first seems very im¬ 
pressive, and as you begin to play the first 
section it appears to be very exciting with 
its eerie sampled drum beat and dark 
atmospheric graphics, however after many 
repeated attempts to actually get any¬ 
where with the game the novelty begins to 
wear off and it becomes tedious when you 
hove to repeat whole sections, [>espite this 
the gome is fairly easy to get to grips with 
in t he way of control, although some 
actions seem fairly clumsy at first. 


In appearance the game fits into the style 
which Infogrames seem to have developed 
for themselves and is very reminiscent of 
other French games. The graphics are well 
drawn and suit the game very well, and 
the sound effects and music are extremely 
good, being in most cases sampled and of 
a very high quality. However in my opin¬ 
ion the level of playability could be much 
higher as the game seems to depend more 
on its striking graphics and sound rather 
than rivetting gamcploy. 

My initial impressions of 'Hostages' led 
me to believe it was a game of ■very high 
quality, however after playing it for some 
considerable time I had to conclude that 
there is a certain element missing, that 
being playability. Without this foctor the 
game is unlikely to have lasting appeal. 
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Reviewed by 
Damon Howarth 

The roar of engines anti the flash of 
scrolling rocefrucks have left an indelible 
print on my mind, Powerdrome has all the 
intense excitement of the race track and 
mony of the probiems of a flight simula¬ 
tor. My first sight of this game was as u 
demo on u free disk attached to another 
magazine and on that it looked foirly 
ordinary and hardly worth a second look. 
Thus 1 was somewhat sceptical when I 
booted up the real thing but if any of the 
reoders of this magazine shared the same 
misgivings then i am delighted to say that 
the Finished product is a revelation. The 
core in production and explonotion thut 
accompanies the game and the learning 
modes that are possible for those who do 
possess Dun Dare reflexes or Mike Mer¬ 
cury's driving skills make the whole affair 
mote than playable. The game is based on 
the new futuristic sport of flying high 
speed Typhoon aircraft around enclosed 
circuits in order to win the supreme 


chompionship. 

Normally I do not find either Grand Prix 
type games or Flight Simulators entirely to 
my taste but something in the multi grade 
structure of this software tickled my adren¬ 
al glands ond left me playing late into the 
night. The controls are simple olthough 
they need practice to master (I still have 
nightmares with altitude control) and the 
machine plays hard in the races but there 
is Q definite challenge to experience here. 
Even in becoming accustomed to the 
various tracks of the series a variety is 
apparent, with different settings for spoil¬ 
ers and shockers, handling tweeks for fust 
or bendy tracks, all necessary to win races. 
Each of the sections has been designed 
with care in on attempt to offer the best 
atmospheric feeling for thut mode. The 
pits with their automatic replacement 
modes and the tuning that is possible and 
the lap timets that let you decide on your 


optimum speeds and then to decide if that 
is enough to race^ all keep the player in u 
hot seat of excitement ond feeling strongly 
involved. There are even necessary options 
to tune the aircroft for different environ¬ 
ments such us Methane or rain filters to 
ensure the engines keep turning. tJamage 
reports and leuderbourd positions show on 
the clear cockpit computer. 

There is even a two player mode which 
involves the linking of two STs together to 
allow head to head simulation racing. In 
this mode only two ships race but the 
competition is then produced by another 
error prone devious human rather than a 
pre-programmed chip. 

All in ull this is a good quality program 
that is well worth the lime to get into. 

Only play if you ore prepared to devote 
some time to it and If you are not one of 
the fiy-and-shoot brigade, 1 feel it is one of 
the best ST games 1 have seen recently. 



Itevieived by 
John Davison ;r 

Action Service is a 'Commondo School 
Simulation' in which you take your trainee 
through a gruelling lest of skill and ability. 
The game hos five different modes, four of 
which ore sections of the game and the 
fifth is Q construction set where you can 
build your own courses. The four gome 
modes ore Thysica!' where you must nego¬ 
tiate us quickly as possible many different 
obstacles without tripping over, 'Risk' 
where you have to show your skill in 
handling grenades ond bombs whilst 
avoiding mines and rifle fire 'Combat 
where you must battle it out with guards 
either using hand to hand fighting or your 
gun which Is Filled with rubber bullets, and 
lastly there is the "Combination' rouie 
which is a mixture of the three previous 
tests in one long outing. 


The game Itself is basically of the horizon¬ 
tally scrolling variety where you must con- 
trol your soldier through various actions 
such as jumping over walls, crawling 
under fences and so forth. The screen itself 
is designed to look like the control centre 
of the training school. There is a video 
system displayed at the bottom of the 
screen with which you can control the 
"action replay' fodiity which the game 
offers. Here you can record your militory 
exploits and then play them back to 
onolyse where you went wrong. Your view 
of the proceedings outside of this control 
room is mode to look like a large video 
"wall' which makes up the iarge picture 
using a number of smaller 'screens'. This 
effect does little for the game Itself ond 
mokes the playing area look very clut¬ 
tered. The control panel at the bottom of 


the screen also allows you to do cither tasks 
within the game such as view high score 
tables or load and view saved 'replays' 
and score tables. 

The graphics In 'Action Service' did not 
impress me at all. They look dated in their 
style and various objects and characters on 
the screen tend to become blurred in some 
instances- The scrolling \s relatively 
smooth although with the rather odd 
screen layout it is quite difficult to tell, 
.Sound on the other hand is superb with 
so'me very good quolity speech samples 
and a dramatic tune using digitised voices 
on the title screen, 

! was not terribly keen on 'Action Service' 
and it is not the type of game which 
makes me constonlly want to play it^ 
However it may appeal to some people so 1 
advise that you try it out before buying. 
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MICKEY MOUSE 

Gremlin Graphics 
£ 24.95 


Reviewed by 
John S Davison 

A few years bock Mickey Mouse oppeored 
on the 8-bit machines in 'Mickey In The 
Great Outdoors', now he's made it onto 
the ST. Here he has to retrieve Merlin's 
magic wand, recently stolen by the Ogre 
King and four witches. It's been broken 
into four pieces and hidden in the toweirs 
of Disney Castle, each piece guarded by a 
witch and hordes of rather unfriendly 
monsters, ghosts, and ogres. These can be 
killed off either by u squirt of enchanted 
water supplied by Merlin or by a swift bop 
or two with a rubber mallet, would you 
believel So, armed with a mallet and a 
woterpistol hill of enchanted water Mickey 
enters the castle to retrieve the wand. 

Using the joystick, you control Mickey's 
progress through the castle. The towers are 
progressively higher, each having more 
floors than the last. The floors ore reoched 
by ladders, which Mickey has to climb. 
Some floors have doors Into side rooms 
through which monsters cori enter, so 



Mickey hos to board them up to prevent 
this hcippening. Contact with monsiejs 
drains water from the woterpistol, and if it 
runs out then the game's over. The doors 
also lead to sub-gomes, which have to be 
successfully completed to obtain the mate¬ 
rials with which to board up the doors. 
These sub-games have Mickey .seorthing 
out the materials in u ma?e, bursting bub¬ 
bles with his mallet, hammering a certain 
combination of corks into holes, and turn¬ 
ing off dripping tops in a certain order - 
while being continually hassled by various 
meanies. FoiJure causes Mickey to be dum¬ 
ped bock outside the door minus the key. 
Additional keys and other useful items 
(like extra water) may be earned by squirt¬ 
ing or boshing monsters. 

Once all doors are boarded up he can go 
onto the battlements and foce the witch of 
that tower. She bombards Mickey with fire¬ 
balls, which be has to dodge. Three hits 


from these and it's one fried mouse and 
Game Over. She can be beaten by chuck¬ 
ing mallets at her. fifteen(!) hits and she's 
done for. Mickey then gets the piece of 
wand she "^5 guarding, and can go on to the 
next tower. When he's got all four pieces 
of wand he tackles the Ogre King, who can 
be vanquished by fifteen(1!) squirts with 
the water pistol. 

The bad news about this game is the 
difficulty in beating the witches, as Mickey 
always seems to get killed off after a few 
seconds battle with them. There's no Game 
Save feature, so failure means a restart 
from the beginning and o replay of ali the 
sub-games - very frustrating. The good 
news is that the game's graphics are a 
delight. They're bold, clear, and colourful 
yet still seem to have plenty of detail. 
Animation is excellent, especially that of 
Mickey himself, and I particularly liked 
the way shadows dance on the wall in the 
flickering torchlight. Sound is best de¬ 
scribed as adequate, being sound chip gen¬ 
erated rather than sampled. 

All the Disney based games I've seen in 
the past have been fairly gentle ones, 
often aimed ot young children. This one's 
different, having a rather nightmarelike 
scenario and involving o level of violence 
I'm not sure 1 like Seeing as.sdciated with 
Mickey Mouse. However, the kids seem to 
love it, although their interest could soon 
wane if the challenge of the witches can't 
be overcome. 


DRILLER 

Incentive Software 
£ 24 . 95 


Reviewed by 
Damon Howarth 

Mitral, one of the two moons of Evath, 
has been overmined by profit hungry in¬ 
dustrialists and is set to explode due to a 
massive build-up of gas. It is up to you, in 
the absence of a large enough pack of 
Rennies, to relieve the internal pressure 
and save the world. Such is the plot pre¬ 
mise behind this 3-D conversion from the 
3 bit world. 

The game play is fast and furious and the 
3-D 'Freescape' developed for this game is 
extremely effective, there is certainly the 
feel of being within the system and the 
adrenalin rush is present os laser fire 
screeches across the bows. The game is not 
solely shoot and kill there are problems to 
be solved, such as how to cross o gun filled 
chasm or open the secret door, but most of 
these can be intuitively sorted out with 
deft use of a laser. Your prime aim is to 



"not so much 
shoot 'em up 
but more 
think 'em out" 

plant or teleport drilling rigs onto various 
sites to obtain maximum gas release and 
thereby secure one of the eighteen areas. 
Should o rig be placed in the wrong posi¬ 
tion then insufficient pressure is released 
and further progress is impeded. 

Copy protection Ls once more in the form 
of inputting a relevont word from the sup¬ 
plied manual and this does allow the u.ser 
the optional luxury of backing up onto 
hard drive (if owned), or more usefully 


maintaining a working copy to protect 
your hard earned in vestment. The package 
also contains a small cardboard mop 
which by joining flap A to tab A etc. 
creates o multi-coloured cube to act os a 
sort of globe, which seems somewhat 
essentiol to finding your way around. It 
also gave the cat something to play with 
while I wos engrossed in the proceedings 
and forgot to feed him! 

Game ploy is strong and uses a mixture of 
mouse and keyboard to control the mining 
vessel, the style is reminiscent of Elite 
although that just wins out on the quality 
of it's graphics. The spot effects are adequ- 
ote but there is no music or other form of 
soundtrack to distract or entertain the 
miner, I am not sure if this is a good thing 
or not since a great deal of thought and 
fast reaction is needed at various points in 
the game. My first impression was that a 
policy of - shoot anything that moves and 
if it doesn't, shoot until it does - was a 
good one but there are certain locotions 
where this is a distinct disadvantage. Be¬ 
ware for example of blowing awoy the 
lights in the storerooms, it is also advisable 
not to shoot the power cubes or else your 
energy supplies rapidly dwindle. 

All in all I enjoyed this and think it would 
be an excellent addition to any game col¬ 
lection, it is not .so much shoot 'em up but 
more think 'em out! 
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ST GAMES ... ST GAMES ... ST GAMES... 


STARGLIDER II 

Rainbird Software 
£ 24.99 


Jfeviewed by 
John Davison Jnr 

The long awaited sequel to the classic 
shoot 'em up^ 'Slarglider', htiji Tinolly ar¬ 
rived. The new game combines the speed 
of the original with superb colour filled 
grophics and q far more complex scenario. 
The game is set two years after the Egron's 
unsuccessful invosion gf Novenia (the set¬ 
ting of the original) ond the wreckage of 
the invasion force still lies scattered across 
the planet. The heroes who liberated Nove- 
nio now lead very separate lives. Jayson is 
living it up in luxury and generally en* 
joying himself whilst Kaira is helping 
Noveniu's redevelopment project. One day 
however, news of another Egron threat 
reaches the High Council Jayson reluC' 
tantly joins Katro to fly a mission which 
will destroy the Egron threat. ICARUS, the 
latest prototype police cruiser^ is comman¬ 
deered for the two heroes, ond the duo 
blast off..... 

The game Itself is very much more im- 



'breathtoking speed 
and smoothness' 


pressive than its predecessor. It reminds 
me of a cross between Starglider with some 
elements of Mercenory thncjwn in. Unlike 
the original, Siargllder 2 is not restricted to 
one planet. It Is in fact a whole solar 
system in which you can roam about the 
five planets and their moons. On several 
of these planetary bodies there are under¬ 
ground tunnel networks where you con be 
fitted out with new weapons. You will also 
find the parts you require to help build the 
Neutron bomb which must be used to des¬ 
troy the Egron base on one of the outer 
moons. 

The Egron attack force comes in many 
different shapes and sizes os in Starglider, 
including different types of walking mons¬ 
ters, flghteni, colossal Starglider mechanic¬ 


al birds and other assorted croft. As well as 
these, whilst flying from planet to planet 
you will encounter space pirates and the 
huge space whales! All of these are three 
dimensionol colour filled objects and move 
with absolutely breothtoking speed ond 
smoothness. 

The graphics within Starglider 2 ore Incre¬ 
dible, all of the animation is amazingly 
smooth ond the objects which you fly past 
and around cannot be foulled. Each 
planet's landscape is made of a patchwork 
pattern which helps to give a greater im¬ 
pression of movement and the large sun at 
the centre of the sy.stem rises and sets on 
each planet with some beautiful .skies. The 
sound in the game is also very good, espe¬ 
cially the sampled music (which loads on 
double sided drives only) on the title 
screen. This is also supplied in an exten¬ 
ded form OT\ Q cassette included with the 
game. 

The packaging, as with all Roinbird 
games, is superb and along with the game 
disk and the music cassette you will also 
find o key guide, a play guide and u novel¬ 
la written by james Toilet which is both 
amusing and gives an excellent introduc¬ 
tion to a complex gome. 

Overall Starglider 2 is a superb quolity 
product und this review has merely 
scratched the surface of its impressive feo- 
tures. It tRily is a worthy successor to 
Starglider. 


AROUND THE 
WORLD IN 80 
DAYS 
Pandora 
£ 19.99 


Jfteviewed by 
Damon Howarth 


This game claims "the fascination of a 
world tour" and also explains that it is 
bosed on the activities of Phileas Fogg stor 
of lules Verne's Novel ond David Niven's 
film. The packaging has screenshots of in¬ 
estimable quality token from an Amiga 
ond it boasts 3 disks to fill your machines 
RAM. The game, almost needless to soy, 
does not manage to live up to the promise 
of the box. It loads with a variety of 
screens some of which show great promise 
in the artwork and even the sound effects 
start off in a promising manner but then 
Pandora's box is opened. The object of the 
gome os described on a none too informa¬ 
tive slip of paper, is to work your way 



through several arcade games to reach the 
starting point in London within specified 
time and money limits- 
The graphics which accompany each 
gome include large sprites with collision 
problems which, considering o few of the 
games need response speed and accuracy, 
is dounting. In the first gome there 
appears to be a Vjxen/Thundercals type 
game which then devolves into a platform 
and ladders affair to reach the next sailing 
point. This gome does not rate as particu¬ 
larly exciting ond at times is plain fm.-itTut- 
ing owing to the difficulties in making 
your character do as the joystick suggests. 
The intervening option of bribing your 
steamer owner into more speed or playing 
Hi-Lo cards to create more capital is 
pleasant but far from originaL The second 
game of o japoneise balancing act is a 


'a collection 
of weak games' 

problematic affair and again suffers from 
imprecise collision detection ond le.ss than 
effective graphics. 

1 have not yet plunged deeper into this 
game since neither the description of the 
other games nor their antecedents fill me 
with expectancy or the desire to discover 
more. This is especially frustrating when it 
is neolised that failure in any port of the 
sub-gomes necessitates u complete restart 
as no save facility is available. The 
tediousness of the earlier games becomes 
magnified and eventually the daunting 
prospects of having to suffer the indignities 
of being eaten by Leopards and snakes or 
dropping cavorting lapanese tumblers be¬ 
comes oveqnowering and what little charm 
the game has starts to pale. 

J was not enamoured of this game as it 
appeared to be a collection of weak games 
stuck together under on attractive cover at 
full price in order to cash in on a classic 
book title. Perhaps as a 'budget' title it 
may hove been excusable but as a full 
price game it is not. I hope that Pandora 
will learn from the myth and with their 
next release let hope out of the chest since 
1 found that this particular effort left me 
despairing. 
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II LADBROKE COMPUTING /O 
#1% INTERNATIONAL 

" The Country's L eading A tari Specialist " 


This company has given years of full support to Atari users countrywide from their ridail premises at Ormskirk Road 
IVcsIon. Their Mail Order dcpvlmcnt has also been proved to continue this excellent service. All software /Hardware is 
fully tested prior to selling to ensure that customers receive total satisfactiou with every purchase. All hardware is supported 
by our on site engineers so that QuicA turn around on all repairs ts guarantood. 



f^fftens Ex stock 


Stju- LCIO 

£229.99 

Star LCIO CokriiT 

£299.99 

Citijcn t20 D 

£159.99 

NEC 2200 

£429 

Epson L0500 

£429 

Star LC24f|0 

£45S.55 

Gacheiv Q/w 

£169.99 

Atari SLM8(4 Laser £1299 

All printers come compleie 

with eabics. 



Ihatst Covers 

Hmd Drives 


Computas; 

£3,99 

Atni 
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£499 

Monitors. 

£4.99 

Supra 

2Ckng 

£499 

Disk Ekiiics 

£2.99 

Supia 

3Ckng 

£599 

Hold Diiks 

£4,99 

Ti'iangje 

20nig 

£450 

Ptinters 

£199 

Triangle 

4Ckag 

£650 


Vl'h) pny penniw less ror n v^silj infu ko*' Seconti 
DilVir when you cw havE a Supcrkr quaUly I Mg 
SKond (trivc includir^ ioIitmI power supply unil so 
theni- tk'ntx do ik* ctiiffl poHcr from the ST. 

Cumwa Triartgie £109.99 


Educational Software 

Jjpe// wi^ 

Spell w|ih Qwr lesKhts keyboard skills speHirg »ncl 
motor coordiniition pkrunK cf objects musi bg kbcniincd 
and th^ spelt ccTKClb uitdcr Osenrs i^Lipgrvislon. 

£1199 

ExVa data diohi avjiiiiihk tacreosc vwdbulwy by 160 
trunk £5.99 

Add wifh Osctu' 

'kdd teaches oddiiiofl, sublmclion.multipbration oikI 
clKision with sckctnhk (llfriciih> IcmcIs oikI Ki'^^corc 
tJiWc. fll99 


Uti/ities 


THiogy 

Quick list plus is a DiipetlOfy Ckitabdsc Compiitnr, 
Mastennal is a kgd famui anl cop^ ptX>U:!Ct 

progjnntme. 

Pksuip is A full screen piclmc iWUlipulalOt which 

Siipp«ls GFA, F AST, HISOFT TURBO anti ST 
BASICS Cortipirtiblc with DEGAS, NEOCHROME and 
AB ANIMATOR, 

£1199 

AB Ammitfor 

AnimuinJ Graphics TwI fci' Ihe ST. SuppoiTs GFA and 
FAST Basics. Compatible with DEG.AS and 
NEOCHROME Hks- Full Facilllics such as ftciw. Fill, 
Grid Cop) dc. 

£14,99 

Mfdistudio 

Thifi is a track Midi mui^k atudio with real lime 
recording and step time edit ing. Comprehensive plrasc 
ajmngemenl make this a Jitl'ong competitni fcjr pi o 24. 

£99.99 


Special Offers 

SPECiAL OFFER lOm PACKS 

fnefudes i040 STFM^ (witk Muduiatof), f^usachaicn 
of (ke lofiowiag software packsMfdi SoftwatCf Business 
Software or Games Srdtwiwe, £499 

/ Ms/2.S Me UPGRADE BOARD 
NO soldering REpUIREO 

Aif&ws / Megabyte upgrade 

ty simpiy Btfiag appropriate ch^ sn to sociots 
prorided. f^ne now for further /a/ormat/on. 

S^CA/V AT UP TO lOOODFfFOR £89.99 

Imp Scan scans at 7SJS0Jf6,SOO,J6O, !000 Off and 
gives excc/dionai quaSty for the incrediith price of 

£89.99 


Peritdierais 

IVo Di aw Tibkt 
CRP TflbJrts A4 

AS 

Hawli Scanoci 

SMI24 Mono mon 

SCn24 coloir 

Philips colour monilDt 

Phillips SS5j Coknir monitor 

\s\ 

Any of abcrtTE scr^ensi bought 
computer DniucI £ 10. 


t Mg STM ffitti:!d> 

I Mg STFM <kit> 
STFM L'pgifnde fitting 


Sady Level Commodore FCi 
Mono / Coiour Monitor s witeh£24.99 
A/B Boot Drive switch{fidcd^£i9.99 
intersai dociCards 
Joystick Extensions 


£299.99 


£22.9S 
£S99 


Out Alai'i IrainccL cngiocori; will 1V|>air 
all hiirdwjmc in minimum time al 
compctltini'c rales. 


Ousstity 

!0 

fO^box 

fOtJfbox 


^ba/ity LHsks 

J-S^OfSafP 

»,.fl4 _ 

^,,ffS50 _ 


S2S^ DfSQfD 
m TPf 
.,..£6J0 
„„£S,00 


S20STFM Stiper f^k 


520 STFM 1 MB Internnl drise,Mom:c' 
’•’Joystick, £450 Worlh of top quality 
sofiwoic, with business software includ- 
ina spneadshoot oihl ^Ifftabast pnjgnimv. 

£399.99 

S20 STFM Bxpfarcr Fact 

530 STFM I MB Internal tkne. Mouse- 
+Tutoria] disc; £299.99 


/jrA/mhing Fkeks 

i^Oer tB iasifsr fwiisx 


FREE MONTHLY DISC BASED MAGAZINE 
GU AfLANTEED 15% DISCOUNT OFF MRRP 
UP TO 60% OFF FUTURE OFFERS 


All our top Qtiality carry a Eifetime modia j^uarttnlco m Iasi fir fn 


L^dhroire Cfo/npatinM 
Sofiwsre Cfub 

With other clubs the jxicc of the membership k onl> rcicoveaicd if i|x> cMsiomcr ixachases; miui} items but w ith the 
Ladkokc Computing Soflwne Club we arc offering a free monthly disk based magazine whkh will cotidain Reviews, 
hints, tips, games, utilities evaylhingyou coujd possibly be intetesled in. The club, alihough primflfily scftwai^, ma} 
offer special reduced prices on scloeirel twrdwfre to club mcfliba’s. How cvq' this has meant that wc miKi increase the 
rnembmhip fee lo £t5. Phone, or Write to the adcteBi below for an application fcmi. 


.All fiiccs include s at £; delis oy and are cocrcet at time erf going to press and are subjcel lo change W'llhotri. prior notice. 


L^dbroke Oomputins Internationiil, 

33 Ormskirk Road, Preston, 

PRl 2<^P- Open Mon day ^Saturday 

IQ am to 5*30 pm. Dealer enquiries wcleoine. 


Call Us On nimbei's below and pn> with >OUi 
er^il card. 


mOERBYPOST 

Make clnctiics PO'& payable to Ladkoke Computing InlcniBllon 
al.. Send SAE for full CAlalogue. 


0772) 203166 or 21474 


























ST GAMES ... ST GAMES ... ST GAMES. 


LORDS OF 
CONQUEST 

Electronic Arts 
£ 24.95 


Reviewed by 
Damon Howarth 


There are various forms of computer wor- 
those of the Ekitance of Power style 
which need deep and long considerolion 
of matters strategic and diplomaticj those 
of the UMS vein which just need fighting 
and those of the Diplomacy origins which 
need world conquering skills. 

Lords of Conquest is a sort of Diplomacy 
gtimep n variation on empires^ or perhaps 
Risk with trading in it This game was 
described in an earlier issue of Page 6 
under a discussion of B-bit wargumes and 
scored highly but my own impressions of it 
in 16-bit mode are mixed. The concept of 
a multi (1-4) ployer war and trading game 
is excellent but the machinery that drives 
the combat system is simplistic and occa¬ 
sionally perverse although nonetheless 
effective. The graphics are very blcx-ky and 
not os well defined as they could be, there 
are sound effects that are reminiscent of 



some of the UI lima adventures but they 
are fortunately mutable. 

The presentation of the game shows that 
only a little thought went into enhancing 
it for the larger machine. Do not expecn 
the slickness of Bolance of Power or the 
definition of UMS but if this is understood 
then Q good gome is available under the 
poor wrapping. The objiect is to obtain the 
stated number of ciiies by good fighting 
and trading. The combat Is very simplistic 
and con be aided by economic develop¬ 
ments creating boots ond weapons, as 
such it Is like Risk. The most entertaining 
thing is the veritable Atlas of maps to fight 
over and with the option to build your 
own battlegrounds there will be no chance 
of Q lack of interesting terrain. The compu¬ 
ter provides a very oble opponent for the 
single player and it seems to have u 
shrewd idea of the best gmund to take but 


it is os a multi player game that it excels 
since as with chess or other strategy pur^ 
suits, computers are never the most in¬ 
teresting opponent. Should there be more 
than two participants then the options to 
trade for goods to enable your objectsves to 
occur makes many ptjssibilities open. For 
example is it worthwhile considering the 
opportunity for you to gain enough gold 
to build your city by trading raw materials 
for weapon material? Here the software 
becomes a proper strategy gome with the 
computer moderating and difficulty levels 
becoming irrelevant. 

Forgetting the presentation the play be¬ 
comes important and all other criticisms 
vanish in the wake of a solid evenings 
play with others. If you are a wurgames 
fan and wish to see how well a computer 
con feature in your own club then this is a 
must, it is mechanically simple but so too 
is Chess If you arc a solo player then the 
whole may not be os enthralling but with 
the paucity of acceptoble worgomes avail¬ 
able on ST then it is still a more than 
viable option. It can provide several hours 
of enlertainmenl. 

Oh yes! there is even an autoboot ramdisk 
In the package which enhances playing 
speed but does not autoboot the progrum. 
As I sold a strange package but with a 
good overall effect. 


BEYOND THE ICE 

PALACE 

Elite 

£ 19.99 


Reviewed by 
Damon Howarth 


In a land far away, many aeons ago. a 
group of goodly and wise magicians 
needed help to combat a nameless evil 
which was disturbing the cosmic bolance. 
To obtain this help they applied national¬ 
ised industry's prime answer and sent a 
magic arrow into the air for some unsus¬ 
pecting citizen to find. This arrow whisks 
the finder off to fight the evil and save the 
doy. This in o nutshell is the plot behind 
this multi-scroll ureventure, the pockoglng 
of which belies It innate playability. 

The loading screen is a copy of the disk 
box's inlay and is not particularly inspir¬ 
ing, but fortunately this is not the case 
with the game. The screen comes alive 
with colour and immediately your small, 
but beautifully formed, barbarian has to 
choose his weapon. This is not explained 



^strong game 
pTay^ 

in the irisimctions. but the last weapon 
your figure walks over is the one prepared 
- there seems to be no proviso to change 
weapons but more are available en route. 
So having picked your weopon (1 suggest 
that the small dagger is not your best 
choice) it is over a precipice to hunt vile 
evilness In its heartland. On meeting the 
first creatures it is obvious that ail your 
weopons are missiles, this coupled with the 
guordian pigs (sorry, wood spirits) who 
will come when summoned acting as a 
sort of occult smart bomb. 

Your enemies are varied, realistiodlly 
drawn sprites, the scrolling, in all direc¬ 


tions, is very smooth and there are prob¬ 
lems to be solved. Granted that mony of 
the problems are basically where to stand 
to wipe out a specific nest of baddies but 
there are definitely strategies which begin 
to suggest themselves as the game progres¬ 
ses. As some positions can pn>ve dead ends 
there is even a thoughtful abort button 
funciion provided, os well as the sensible 
provision of user definable keys for spirit 
summoning ond pausing. This game is 
promoted os a budget priced game, d term 
I find highly relotive, but it does offer a 
.itfong game play with the feel of excite¬ 
ment and addiction. A very strong sense 
of. '1 know that 1 con get further next 
time', pervades, indeed it can and does put 
many full price games lo shame. I was 
most impressed by the well formed back¬ 
grounds and the mainly good attribute 
recognition, although the hero does at 
times have an ability to stond on pieces of 
thin air. 

1 felt that the game lacked a little by its 
Jack of controJ of weapon .selection 
although It does mean that some core is 
needed in not walking over unwanted mis¬ 
siles since their parabolos and damage 
potential ploy very important parts in the 
game. This game is one I would recom¬ 
mend to any wishing to try oneventuring 
or even to hardened addicts wanting to 
refresh jaded pollettes 


70 


P(Lge 6 - Issue 3.0 
























Klingons on the starboard bow 
Can you be serious about Star Trek? 

John S Davison looks at 

STAR FLEET 1 

THE WAR BEGINS 


Despite Its name, this Is. a new veision of 
what we 01(1 Timers know as Star Trek, I'm 
not talking about Firebird's recent dis* 
oppointing release with that title, bat 
about the classic space battle 
simulation. Like the original 
Adventure game Star Trek was 
first played on mainframe com¬ 
puters long before home micros 
were even dreamed of. Since 
then countless versions hove 
appeared under various titles, 
including that legendary 8-bLt 
arcade action version Star Raid¬ 
ers. Star Fleet 1 isn't an arcade 
game, it's the traditional ver* 

Sion, but incorporating a host 
of new features, Interstel say it'$ 
the start of a series, hence the 
suffix 'r in the title. 

The basic gome plan is simple 
' earn the command of an adv¬ 
anced starship then use it to 
seek and destroy a given number of enemy 
starships within a specified time. You can 
also call on the support of various star' 
bases for replenishing energy and weapon 
supplies, and for essential repairs. The 
enemy will attack starbases, so your secon¬ 
dary ob)Gctive is to protect them, 

After successfully completing your train¬ 
ing you can choose to command any of 36 
starships. No, the Enterprise isn't amongst 
them, presumably for copyright reasons, 
Vou'^re then given your orders by Star Fleet 
Commond and sent to potrol a specific 
region In space. This region is divided into 
a grid of 8 by 8 quadrants, with each 
quadrant subdivided into 10 Ijy 10 sectors. 
Your job is to find and destroy enemy 
ships lurking here in unknown locotions. 
The enemy aren't the expected Klingons 
and RomulanSr but the warlike Krellans 
and their mysterious and elusive Zaldron 
allies {copyright again?), 

INVISIBLE ENEMY 

Enemy ships may be located using recon¬ 
naissance probes plus your ship's long and 
short range scanners. These reveal how 
many KrelJon ships, friendly starboses, 
and stor systems are contained in each 
quadrant. Then using main and auxiliary 
engines you con speed to the appropriate 


quadrant to battle with the enemy using 
phasers, torpedoes, and manes. A tacticol 
display screen shows details of your cur¬ 
rent quadront, indicating graphically 


what's localed in which sectors, Zaldron 
ships aren't displayed - they use a cloaking 
device making them invisible to scanners 
and human eyes! 1 won't spoil your fun by 
saying how you locate them, but it can be 
quite a challenge! 

Phasers con be set to disable rather than 
destroy on enemy ship, which may then 
be towed to a starbase using tractor 
beoms. You can also beam morines 
aboard it to capture the crew and transfer 
them to your shlp^ however prisoners moy 
escape and wreak havoc on any of your 
ship's twenty decks, It's also possible for 
enemy agents to sneak in while you're 
docked at a starbase, or for soboteurs to be 
beamed aboard from enemy ships in 
space. In all cases you have to locate and 
capture the intruder before he smashes up 
too much of your ship. Damage from 
whatever couse can be repaired in spoce or 
at a starbase, both costing you time and 
energy. 

Control of your starship is highly auto¬ 
mated, with much of the tedious mental 
arithmetic for navigation and weapon 
aiming required in some progrom ver¬ 
sions, done for you. Purists can still use 
manuol input if they wish - in fact there 
are circumstances where manual control is 
preferable. And automated systems some¬ 
times do go wrongl 


All actions generate entries in the Cap- 
toin's Log, and these are displayed 
onscreen and also written to disk if re¬ 
quired, This disk Log can be used later to 
drive the game in demo mode, 
or for 'action replay' so you can 
analyse whol happened. 

The game has many humor¬ 
ous touches. Again, I won't 
spoil things by telling you what 
they are, but there were times I 
found my.self laughing out loud 
at the amusing incidents and 
mishaps occurring. 

A game ends when you run 
out of time, get destroyed by 
the enemy, or destroy the 
enemy os ordered. Your effi¬ 
ciency is calculated based on 
your Krellan 'kill rate' plus 
various modifying factors, such 
as number of Zaldrons des¬ 
troyed, ships Captured, etc. 
Speed of promotion is based on your effi¬ 
ciency, with ten ranks from lowly Cadet at 
level 1 to Admiral at level IC, Ranks cor¬ 
respond to difficulty levels, so the higher 
your rank the harder it becomes to 
succeed. 

Progress of each player is kept in a 'data¬ 
base' with entries protected by individual 
posswords, so each time anyone plays they 
'log on' to the system and continue their 
career where they left off last time. 

ENTHRALLING! 

By whatever name, Star Fleet 1 is the 
finest version of Star Trek I've ever played. 
It's kept my whole family enthralled for 
hours - even my wife plays, so it really 
must be something speciol! It's not a 
graphics or sound showpiece, but the 
gameplay Is superb. If you've played any 
version of Star Trek before and liked it, 
then you'll love this vension. If you ha¬ 
ven't, then give it a try anyway - youVe 
gO't o real treat in store! 


Title: STAR FLEET 1 - 

THE WAR BEGINS 

PubJisher: Interstel 
Price: £24.95 
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SUPERBASE 

PROFESSIONAL 


S uperttyse Professional is o relational database program^ 
with foTTns editor, programniiiig language, and text edi¬ 
tor. It is an enhanced version of Superbuse Personal, 
which I reviewed in issue 29 of Page 6 (Sept/Oct 87). It still does 
everything that Superbose Personal does (they both continue to 
be sold, oimed ot different levels of user), but has features which 
are reguiied for 'professional use. In this co-se 1 think profession- 
ol means 'more demanding^ as both programs can be used for 
home, office and any databast^ use, but Professional has more 
features, 

THE BASICS 

It is difficult to review Superbase Professional without covering 
ground in the previous review. Thus 1 shall give o quick resume 
before describing what's new. Both versions of Supertiose are 
relational databoses, that is they ollow access to more than one 
datobase ot the same time, using 'related' fields of records. Thus 
you could have a dotabase of events occurring in a festival with 
the name of the venue in the field, and a database of addresses 
of venues. When you create a report, you could produce a list of 
events, with the full name and address of the venue being 
printed - the venue name for the event Is used to accesii further 
data in the addresses database. 

Both versions of Superbase display the Individuol records of a 
database in a window on the screen, In either Form, Record or 
Table view. To move from one record to the next, a ^control 
panel' along the bottom, modelled on video recorder buttons, is 
used. These allow fast forword/rewind, single stepping, full re- 
wind/forward, pause and stop. Additional buttons ollow access to 
the simple search facility, a complex filter'which is used to 
restrict the accessed records to a certain ronge, and the picture 
button which allows display of text and graphics files associated 
with a record - a feature which makes Superbase almost unique. 
A Query filter Is used to generate reports, which can hove 
subtotals and totals, headings and can be sorted. The query 
dialogue uses a system used throughout Supert:»ase, that of a 
pseudo-English command line, which allows you to determine 
which records are to be disployed/pTinted/updcited, The line 'City 
LIKE ’Glasgow"' would reduce the report to records which have 
the name 'Glasgow' in the City field. Query can be used for 
reports, updating, removing, importing, exporting, printing and 
the production of labels. 
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reviewed by 
Matthew |ones 


WHAT'S NEW? 

The first thing that you will notice is different is the packaging 
and the manuals> Professional comes in a slip-case, but still uses 
the spiral binding for the manuals - this time two. The manuals 
cover the program in two ports^ the database and text editor; 
and the forms editor and programming language. The former 
manual is very similar to the Personal manual - it has the same 
basic layout, but a few improvements have been mode such as a 
separate chapter on the Query facility (queries can now be suved 
to disk for later re-use), and a much improved font and titles. 
Obviously the Professional manual covers the extra options loo, 
which are summariied In an appendix. 

The new features of the database portion include time Fields (in 
oddition to dates), multiple input lines, and forcing of text fields 
to be upper case, lower case, or capitolised. At first I thought this 
latter option was marvellous, but then I discovered that it forces 
the first letter to be capital, and then forces the rest to be lower 
case. Thus the no me "Fred Bloggs" becomes "Fred bloggs'. This 
reduces Its applicability! Professional has extra functions to sup¬ 
port a database designer, including a SER() function which 
provides automaticQUy incrementing volues, LOOKUP in another 
file for validation, and a conditional (ternary) operator for condi¬ 
tional calculations. In general data input has been improved, 
but could still be better, tt uulomotically presents you with a new 
blank record. Unfortunately it now asks you if you ore sure you 
want to save - despite the fact that you just hit the save key - so 
you have to hit Return too. Another irritation involves the ability 
to supply defaults for fields, because they do not aufo-delete 
during change^ they must be deleted character by character 
which is tiresome. 

TEXT EDITOR 


The text editor in Superbase Professional is not good. It is just 
about adequate for the purposes required, but it could be a lot 
better. I wrote a mail merge letter with it, and it Is not easy 
compared to basic word-processors. It would be good if Profes¬ 
sional were to support the format of a full word-processor 
(though it is probably possible to output u file suitable for 
reading by such a word-processors mail merge facility). The lext 
editor does support basic bold and underline though. The text 
editor is used for many purposes; displaying external lext files; 
writing Superbase programs; mail merge texts; and editing of 
any ASCII file, 

THE FORMS EDITOR 

Entering data into o Superbase lecojrd is done in one of two 
modes, either the form view or record view. Record view displays 
the fields in a straight list, form view allows the fields lo be 
moved around on the screen to improve the layout. A set of fields 
can also be marked as 'open', thus restricting the amount of 
information viewed, and/or the order of the fields. (This latter 
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PROGRAMMING THE DATABASE 
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ability is important when importing or exporting to ASCII files 
for merging, and other such reasons.) 

Superbose Professional takes this layout mechanism into o 
whole new world. A separate program, the forms editor, Is 
available from a menu option ond allows the database designer 
to create an input form which is then used to Input doto. The 
forms editor is also used to generate complex reports more easily 
than the query dialogue. The forms editor is based on the 
principle of ob|ect oriented editors, and once you are used to It, 
achieves the task of creating good looking forms (which can be 
printed and used for data collection is desired), You may moke 
up your form using text, images (imported Neo or Degas files), 
lines, boxes, and filled boxes, The attributes of each of these 
items can be chonged, to adjust colours used etc. Text fonts can 
he selected from whatever you hove available through GDOS, 
and con be in many sizes. I say easy to use once you ore used to 
it because it is not intuitive, and needed quite a bit of reference 
to the manual before I could do everything that I wanted, For 
instance, I accidentally created a line which I did not want. But 
attempting to select It to remove it only created farther lines. The 
only menu item morked delete was to delete a whole page, and 
eventually I discovered that you must carefully double click on 
the object, then select the Cut menu (there is no straight delete). 
Eventually I created a form suitable for my purposes. 

The fonns created do not have to include oil the fields of a 
database. Indeed you do not have to provide enough room for 
the whole field in the form. If the input starts to exceed the 
available space, ProfessLonol will scroll the line. This is very 
useful should you decide to alter the size of o field later, as you 
do not have to change the input form too. 

In use, the forms make Superbase Professional look much more 
impressive. You are able to set the order in which the fields will 
be processed, so input can be natural. Regrettably the use of the 
form removes the editing ease of the other modes. You ore no 
longer able to click with the mouse on a partiojlar character and 
edit - you are placed at the start of the line. You cannot use the 
cursor keys to move from field to field, only the Return key 
works, and that is only onwards - to go back you must use the 
mouse, I also dislike the way that Superbase loo easily forgets the 
fact that a form is In use. If you temporarily use another facility, 
say editing the file format, it returns you to the Record view - you 
must re-open the form manually. Overall though, form!? are well 
worth hoving. 

The form editor also allows you to specify a layout of a printed 
report (text only - no graphics). While not using it extensively, I 
found this awkward to use. It was easy to create the layout, 
setting headers, footers, summaries and the record layout for the 
printout: and to ston the printout (you just open it); but 1 
couldn^t easily solve the problem I had. \ wanted to have paged 
output Qs is available, but without having a records' data split 
across two pages. Reports ore actually programs, which can then 
be used for modification into more powerful reports. 


Super base Professional includes a programming facility which 
allows access to all of the capabilities of Superbase, allowing you 
to create customised reports and operations. You do not need to 
program, you con still access much of the power of Superbase 
without programming, but it is there should you ever find 
yourself up against a barrier created by the menus, 

The programming language is modelled on BA.SIC und as well 
as basic facilities like subroutines, WHILE WEND loops and 
access to all the standard database commands for reports etc, 
includes the ability to define your own menus, thus allowing you 
to create 'mini applications' by replacing the standard menus. 
Superbase uses the text editor to create and edit programs. When 
you enter u line. Superbase capitalises keywords, and formats It 
properly. Unfortunately it does not perform any indenting, so 
large programs are going to become unreadable. It is impossible 
to give a new programming language a full testing, especially 
one closely tied to a databa.^e, but the language provided within 
Superbase Professional does appear to be quite thorough. If you 
intend to use it professionally, give it a good examination to 
determine if it has everything you need. 

The main problem with the language, one that nearly everyone 
using It will encounter, is the fact that there is no introductory 
text that is going to help the new user. It is not an uncommon 
problem, many other language suppliers take the same woy out, 
but they have the backup of readily available books to help the 
new user. With a simple alphabetical command reference, it 1$ 
very hard to find what you are looking for. The minimum 
required is a list of commonds by category, and on explanation 
of all commands as to WHY you would want to use it, rather 
than just what it does. The manual does contain a few examples, 
which point at some of the power of the language. Precision 
Software should think of writing another book to help new users 
with the language, otherwise it will go unused. 

Superbose Professional also ollows the function keys to be 
programmed with text. According to the context, these may 
either be Superbase language command.-!, or straight text for use 
in the text editor. 

SUPPORT AND BUGS 

Precision Software offers 90 days free support to Superbase user^ 
from the point of registration. Support after that date is charged 
for. The version ofSuperbQ.se supplied in the "off-the-shelfi box is 
copy protected, which is a big inconvenience. Luckily, you are 
supplied with an unprotected disk when you have registered. 

This also has a list of bugs that are fixed. Unfortunately, there 
are still a few bugs left, both Superbase and the Forms editor 
have bombed on me (after a disk full error caused by telling it I 
had a page size of zero lines, and using the Undo key respective¬ 
ly). Other problems I have had are just irritations. 1 feel a great 
need to have a keyboard alternative to the on-screen video 
buttons so that i can move from one record to another easily. 
Apart from the two bombings, none of the problems I encoun¬ 
tered were serious. 

CONCLUSION 

To sum up, Superbase Professional is a much more powerful 
version of Superbase Personal, while still maintaining the friend¬ 
liness of the latter ll still has room for improvement, but it is 
suitable for using in professional environments, both for users 
and for application writers (especially if the fonns con be re¬ 
tained continuously). At the price, it is not going to be bought for 
casual interest, but if you are looking for a serious database, 
Superbase Professional definitely one to consider. 

Superbase Professionai costs £249^95 arid is published by Precision 
Software, 6 Park Temace, Worcester Park, Surrey, KT4 7fZ. Telephone 
01-330-7166 
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One of the all time classics comes to the ST 
and John S Davison canT wait to play 



Wellj here It is - Elite - the gome 
rd given up hope of ever seeing 
in Atari format. It casts you in 
the role of a newly qualified trad¬ 
er about to start your career in 
interstellar trade. You have a 
basically equipped Cobra Mk 111 
spocecroftj seven light-year's 
worth of fuel, and 100 Credits to 
your name. Your polite tecord is 
Clean and your rating is Horm- 
less, and you're currently kicking 
your heels in the Coriolis space 
station in orbit above the planet 
Lave, Out yonder are eight gala¬ 
xies containing around 2000 
planets, which you can visit to make your 
fame and! fortune. 

Your objective is to survive, and progress 
through the nine rating levels from Harm¬ 
less to the coveted Elite status. To achieve 
this you need to enhonce your ship's abih 
ity to fight and trade. This may l>e done 
by purchasing upmarket weaponry such 
as higher powered laser guns, energy 
bombs, extra missiles, and electronic coun¬ 
termeasures systems. Improved non^zom- 
bat hardware is also available in the form 
of a docking computer, galactic hyperd¬ 
rive, fuel scoops, and other useful items. 

One small snag - all this costs money, 
which you can earn by trading goods be¬ 
tween planets. This would be easy if the 
trading route.s weren't thick with pirates 
who'd iust love to reduce your ship to q 
mangled hulk and make off with your 
precious cargo. And then there's the Thar- 
goids ..... 

DOES CRIME PAY? 

Law abiding traders can make money by 
purchasing legal goods ut one planet and 
selling them profitably elsewhere, by des¬ 
troying pirate ships and earning bounty 
payments or by asteroid mining. The un¬ 
scrupulous ones also trade in illegal items, 
such as slaves, narcotics, and firearms or 
by becoming pirates themselves, i.e, by 
attacking other traders' ships and snaffling 
their corgo, A life of crime may gel you 
richer quicker, but you'll also have the 
police and bounty hunters chasing you, as 
well as other pirates .... and Thargoids! 

Your ship's systems can tell you brief 
details obtiut any planet's economy, gov¬ 
ernment, and technological capabilities. 
This helps you decide whether it's a good 
bet for profitable trading or not, and 


whether it's likely to hove the hi-tech 
equipment needed for your ship. Unfortun¬ 
ately, you can't see the planet's market 
prices of goods und equipment, you have 
to actually go there to find out. 

After leaving the space station, a hypers¬ 
pace lump and a space skip or three will 
bring you close to your destination planet. 
At this point you're likely to meet other 
ships, which can be any of twenty different 
types. Frequently, these include pirates 
who will eventually attack you. Core is 
■needed when fighting back, os inadvertent 
firing on innocent traders guarantees the 
police will start taking an unhealthy in- 
tere.sl in you. And they shoot to kill. Like 
Thargoids. 

FIGHT OR DIE* 

Agoinst pirates, attack seems to be the 
best form of defence. Ignore them at your 
peril! Suspected pirates may be located 
using your ship's T-D radar system, a cen¬ 
tral feature of the main playing screen. 
Monoeuvring control as via keyboard, 
mouse, or joystick and takes some getting 
used to, os you only have pitch and roll 
control. Mmmm, mokes steering an in¬ 
teresting expeiience, anywoy. 

The combat graphics are magnificent, the 
smooth 3-D animation of the colourful 
ships wheeling and swooping around you 
are truly thrilling. With skill you cun soon 
destroy your adversary, this being signal¬ 
led by his ship flying a|;>art in a spectacu¬ 
lar explosion. Thargoids just might take a 
tad more effort, though. 

When close enough to the planet your 
instruments guide you to its space station 
and another nailbiting phase of the game 
begins. The station spins about an axis 
passing through its docking port. 


You have to align yourself with it 
then gently move through while 
rolling'your ship at the same rate 
of rotation as the space station. 
It^s just like the fomoas docking 
sequence in the film '2001 - A 
Space Odys-sey'- It's frustratingly 
difficult, making o docking com¬ 
puter to automate the procedure 
a priority buy. 

Once berthed in the space sta¬ 
tion you can sell your gotids und 
use the profit to buy fuel, equip¬ 
ment, and other goods for further 
trading and fighting. Survive 
long enesugh against pirates (and 
ThargoidsE) and you'll find your rating 
gradually improve.s. 

NO VECTOR GRAPHICS 

The most obvious difference between the 
ST and original Beeb versions of Elite are 
the space vehicle graphics. The original 
somewhat confusing Beeb wire-frame vec¬ 
tor graphics have been replaced with far 
superior 5-D colour Tilled versions which 
move with commendable speed and 
smoothness. Strangely, though, other parts 
of the program are graphically unimagini- 
tive. For instance, the crude font used for 
the game's title, and the flat, single colour 
planetary disks. 

The sound side, too, is disappointing at 
times. In fact, it's non-existent in places. 
For example, your spacecraft is launched 
in total silence, something which I still 
find oddly di.sturbing. Some sound effects 
ore good, though. I particularly liked the 
excruciating screeches produced when 
your ship bores its way through hypers- 
poce. Title music h Strauss's Blue Danube 
waltz, another affectionate nod in the 
direction of the 2001 film, 

De.spite some niggling little faults, Elite's 
superb mixture of simulation, action, and 
strategy are enough to capture and hold a 
player's interest for hours on end. It'll 
probably take weeks of dedicated playing 
before you achieve that exclu_sive Elite rat¬ 
ing, so it's great value for money, too. Oh, 
and those Thargoids? Ploy Elite and you'll 
soon find out about them for yourself! 

Title: ELITE 
Publisher: Firebird 
Price: £24.95 
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RESOURCE FILE 


Rcscm rce File is a service provided 
by RACE Ei lo hiflp fin4 

*ji infurmutiun. h?lp und sup¬ 
ply An entry in this feature does net 
necessarily imply any enHlc^nement by 
PAGE b. The relullers shckiivn art^ 
who ote kitawn lo huv^ suppc^rlvd 
Alart f&j- same lime but thinys chunye 


CUMl’U I tH At>VL NIUHt Wt>KLL) 

Rank RaildLn^^s 

lA, Charing (^noss 

Rirkenbead 

1.41 «C| 

Tel. OlAi 6M] 1132 


IMyit) 

1, Heothcckit !&treeE 

Ifockky 

Notts. 

SGI3AF 
Tel. tM)t)2 4lOSti7 


ond nsiiierv are udvijed tu check Far 


theitiselvc¥ lo ensure that the infor- 
molian is still current. We wauild ask 
any rvatien. who find informatian lo 
be inaccurate or out of date to lei us 
know so that an entry may be amen- 


COMPUTEK CAVEhM 
21, Harris .Arcade 
KeodLUig 
Berks. 

RClIDN 
Tcl. 0734 4747&B 


JENMINCS STC}HE$ 

244 ■ 24£, Hertford Road 

Enfield 

Middx 

Tel. Ul iiD4 r7«.7 



rtATS L[.t.CTH:t.JN|CS 
1^7. Parnell Si reel 
Dublin ] 

Itelartd 

Tcl. 0001 727799 

SILICON CENTRE 

7. Antif^ua .Si reel 

Edinburgh 

Scntlana 

Tel. 031 S5 7 4346 

SOFTWARE EXPRESS 


dedi or deleted. 


RETAILERS 


ATARI SVORI.D 
IS, Fennell Street 
Manchciter 
M4 3DU 

Tcl. 061 B34 4941 

RPICHTON COMPUTER EXCHANGE 

2v Ann Street 

Briublan 

BNI 4GP 

Id. 0273 bS66S0 


COMPUTER CENTRE 
174, High SEiccI 
HornrhuiYh 
Esses, 

Td. 04024 75*13 

GAMER 

71 East Street 

Brighton 

Sussex 

BNI IHQ 

Tcl. 0273 72&6BI 

GLASGOW COMPUTER CENTRE 
Virginia Collerie.s 
33 VirginLu Street 
Glasgow 
Cl ITEI 

Tel. 041 .S.S2 I.S22 


CHIPS 

53, Rugby Rood 
Worth I rig 
Sussex 
BN 11 5NE 


HMI WtiTEHN LTD. 
52, Cambrian Road 
Newport 
Cwcnt 

Tel. Oft33fi27’i»D 


I ADR RORt COM put INC ITU 
33. Ormsklrk Road 
Preston 
lanes. 

PHI2QP 
Tel. 0772 21474 

I.IVINGSTON COMPUTER CENTRE 
17, The Mall 

CraigshLII Shopping Centre 
Livingston 
WestTethlan 
Tcl, 0506 3697B 

MICRO-TRONICS 
27a, Market Si reef 
Turn worth 
Staffs 

Tcl ■0827 51480 

ONE STEP BEYOND LTD. 

1 la, Custle Meadow 

Norwich 

NRlJDG 

Tcl 0603 663736 


2l2, Bn'ind Strict 
Birmingham 
U15 2.AY 

Tel. 021 643 9100 

SOFTWARE EXPRESS 
R Exeter Strwl 
Plymoulh 
Devon 

Tel. 07S2 2bS276 

A.S. WOOTTON fi SON 

116, E-dlcston Raad 

Crewe 

CW'3 7IID 

Tel. 0270 2141 IB 

VORk COMPUTER CENTRE 

9, Davygale Arcade 

tlnvygate 

York 

VOl 2SU 

Tel. 0904 b4]fi62 


ABC 

Contact M i ke IXmtiyh ue. 135, SL. 
letmurdi Road, Leicester, LE2 3BZ. Tel. 
0533 700190. Retailer and both 8-bH 
and 5T user groups. 

A.C.E. USER CROUP 
CantGct Martin Sharpe. 2B, Rtixjklyn 
Caiirl, Broiiford RtXJd, Clctkhcukifi. 
YVest YorkSv 6019 411. TeE0274 351131 
(24 hours). Monthly meetings, newslet^ 
ter„ trips, discounts etc. 

A. U. G, (IRELAND) 

Contact Mike Casey, 3. St. Kevln.s Park, 
Kilmocud, Co. Dublin. Ireland. Tcl-0l 
681630 or BBS Ol !W?.5634 {24 bouri). 
Monthly meetl ngs and new.j.lettcr, 

BESTWOOP » BIT USER 
CROUP 

Cohtuel David Taylor, 60 Slevenholme 
Crcieenl. Bestwood Park. N-ottlngham, 
N&5 51W. Tel. 0602 20973S. e-b]( local 
users only 

BOUKINEMOUTH and POOLE 
ATARI USER CROUP 

Contact Colin Hun|. 24fi, WlmborttC 
Rood, Oakdole, Poole. Ikir¥et. 5T. 8-blt, 
hurd'^'aEC and saJtwace development. 

BURY ST. EDMUNDS USERS 
GROUP 

Conlact Gary Brummage, 22, Ridley 
Raadl. Bury Si. Edmunds. Suffolk. IP.33 
3EIS. Please send SAE for details. 


FaST (Fast ST Basic Users 
Group) 

ConiQct Simon Ru.sh, 42 York Rood, 
Rayleigh, Essex. SS6 6SB. Tulorlals m 
FkisJc ond ftSfJtKJ. .4AE for full detall-S. 

H.I3PPVSHOP ST 

CoillaCt StL've Delaney, 50, -Slcwurl Cres¬ 
cent, North held, Aberdeen, AB2 5SR. 

Tel. 0224 691824. 

The GATEWAY CLUB 

Contact PhLL Herberer. l*4d Eadcliffe 
Road. Lakenheath, Suffolk. TH- (Ens- 
well) 2363. All cam|Hiier club wilh Aiori 
y.'Ciiyri- Meet-s ontie a month. 

LACE (LONDON ATARI 
COMPUTER ENTHUSIASTS) 

Contact Glenn Leader. 143 Richmond 
Rood, livtonstone. London, Ell 4BT. 
Tet. 01 S'S6 0395. XL.SE, ST users. Great 
newsletler and PD library 

LUG'S (LEtm USTIt GROUP) 

Cantad Dave an 0532 717712 anytime. 
1050. 310, cassette users welcome. Send 
SAP, to P.O. box TR7. L^yds. W. Torks. 
L512 5PG 

MACCLESFIELD COMPUTER 
CLUB 

Contact Peter SoloiruW. Tel. 0625 20732 
evenings ond weekends. All compuler 
dub with) Atari sedion. Meets fart- 
nightly. 


MERSEYSIDE ATARI CLUB 

Canton Mike Lynch, 24. Ookdene Road, 
An field, Liverpool, Merseyside. L4 2SK. 
Tel 051 264 8435. ST ONLY. Requlor 
sneelSngs. newsletter ond more. 

NORTHERN ITAI-V ST FANS 

Canluct Curio Blanch ini, Viule Aryanne 
12, 27100 PAVIA, Italy 

rqchdalf. atari compu¬ 
ter ENTHUSIASTS (R.A.C.E.) 

Contact The Secretary. P.O. Box I, R-och- 
dole, t.onci 01.12 6TQ. SAF, apprectoted. 
All Atarb. meetinyi farlnightly 

SIG ATARI 

Contact GJenn Leader, 143. Richmond 
Road, Leytonstone, Lemdon, Ell 4BT. 

Tel 01 SS6 0395. For those mterestedi in 
more unusual applications. 

STARLIGHT ATARI CLUB 

Contonrl iKmglos Wxidttxk. 8. Ethitord 
Haad, PeLkbum. Landoii 5E15 IRU- Tet. 
01 639 3109 after 5 pm. Members with 
disk dns'es (8 bit]. 

ST CLUB 

Contact Paul Glover, P.O. Box 20, Hert¬ 
ford, St3 ftNN. Mall on]y(?J. Worldwide. 

VTB ATARI COMPUTER CLUB 

CcinloCt Christian CJelabarne, Hek-strool 
7, 9050 Cveigcm. Belgium. Tcl 
091/26,29.29. For XLXC.ST. Organiicd 
talks, visits etc. 


USER GROUPS 


WORLD ATARI PENPALS Int. 
User Group (WAP) 

Contact Max Terveen, Mogerhorst 8, 
Al]i-hen a/d Ri]n, 2402 LR, The Nether¬ 
lands- lel. 0172^ 45.58-3. Memt>ers in 
USA, Canada. France, U.K., Cracce, Ger¬ 
many, Saudj Arabia. Have circulating 
disk i8-bit and ST). Mail arily 


There\'i a hit of room here 
for a cpupi-e more User 
Groups. Are there uny 
others? 


Do you i*i(?nT arheri (o Itnyw oijatfr yOur 
group.? SernJ dvtaiis as abow ONLY fS 
words max. on Members.'/ on a pio\n sheet 
of paper beaded fiFSOtjRCE Fit! - USER 
Fhar'.r a(J ytmr ^er.' Vt'e wiJf nof 
f>ubli.s8 any allw/ derarb £liiA as tneehng 
tJrrjej orhJ /j/aces tend to change. Vt/rpekrU 
stimcOnic rf jparTiJ'Wt' TP hyrtr/iV rlrry 
engames rpt rlwetl'. 


BBS 


Notn^; GAMLINGAY TBBS 

Number 0767 SCSI 1 
Hours; 24 Hours 
Baud; 300 - 2400 
Features: Atari SIG tind progrom 
llbrorj' 

Nama; THE VILLAGE 

Number 01 464 2516 
Hour^;; 24 Hour/ 7 days 
Bo ud; V21, V22, V22BIS, V23 

Feotures; B bit area, ST area, CP/M 
area 

Name: lINFOMATIQUE 

Numtwr; 0001 764942 (Dublin) 
Hours; 24 Hour 
B aud: 31DO/300 und 75/1000 

Fetfture-s: ATARI SIG and program 
library 


Name; CHARLV 
Number; 0451/31642 from Ger- 
many 010/49/451/31642 fr^>m 
England 

Hoars; 24 Haurs/? days 
Baud; 300, Bn 1 
Features: Atari 8-bit and ST areas. 
P.D. saftwam. Some German 
required! 

Name; THE ark 
N umber: 021 353 5-4S6 
HoaiS; 24 Hy-uni/7 days 
Baud: 300 ar 1200/75 

Fealune-s; S bit with Downloads, 
hints, swaps etc. 

Nome: CRYSTAL TOWER BBS 

Number 01 S&6 2&13 
Houis: 24 Hours 
Baud: 300 to 2400 

Features; Atari section which 
needs your support! 


Nome; THE GnDME AT HOME 

Number: 01 SB8 B894 
Hours; 24 Hours/? days 
Baud: V23 viewdata 
Features: ST area (rume *1632.0^1. 
ST Babble starts on frame 
‘1632.911 

Nome: CBABK^ 

Number: 021 4J0 3761 
Hoars; 24 Hours/dosed Thurs¬ 
days 

Baud; 300 

Features: ST/8 bit. Email to USA 
and Canada 

Name: LEICESTER CENTRAL 

Number: 0533 700914 
Hours: 24 Hours 
Baud: 300 and 1200/75 

Features: fi bit area and ST area 


PAGE 6 reserves the ri^ht 
to delete any entry from 
this feature for any 
reason. Inclusion does not 
imply any endorsement 
hy PAGE 6 and PAGE 6 
can accept no responsibil¬ 
ity for the accuracy or 
completeness of an entry. 
Please tell us if you find 
any entry out of date^ 
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Ttie largest selei^tiQrt of PO sof- 
twarv available anywhere - 
prices from CS<50 


DISTRIBUTORS for 
FASTER ST DISK 
ST NEWS 

The World’s best disk based 
ST magazines 


amrmSmr . « , ^. 1 *.. 

Cm /Wna 


We were doing Public Domain 
for the ST long before the others 
- why buy owr software from 
someone else when you can buy 
the best direct? 


Ev&ry imaginabte 
dust cover 


n't®® 


P.O. BOX 


54, STAFFORD, ST16 1DR, ENGLAND 

Catalog HOTLINE 0785 57005 


PAGE 6 ACCESSORY SHOP 


BOOKS, DUST COVERS and P.D. SOFTWARE 

HUNDREDS OF ITEMS IN OUR FREE CA TALOO 
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Aopnco 


Just a few of the books in stock for both XI./XE and ST 


DUST 


XL/XE 


COVERS 


PUBLIC DOMAIN 


PUBLIC DOMAIN 


Telephone 0785 213928 























